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Information 



When you need repair service, call your local Roland Service Station or the authorized Roland distributor in your 
country as shown below. 



U. S. A. 

Roland Corporation US 
7200 Dominion Circle 
Los Angeles, CA. 
90040-3647. U. S. A. 
S (213)685-5141 

CANADA 

Roland Canada Music Ltd. 

(Head Office) 

5480 Parkwood 

Richmond B.C. .V6V2M4 

CANADA 

S (604)270 - 6626 

Roland Canada Music Ltd. 
9425 Transcanadienne 
Service Rd. N., St Laurent, 
Quebec H4S IV3, 
CANADA 
0(514)335-2009 

Roland Canada Music Ltd, 
346 Walline Avenue, 
Mississauga, Ontario L4Z 
1X2, CANADA 
a (416)890 -6488 

AUSTRALIA 

Roland Corporation 

(Australia) Pty. Ltd. 

(Head Office) 

38 Campbell Avenue 

Dee Why West. NSW 2099 

AUSTRALIA 

a (02)982 - 8266 

Roland Corporation 

(Australia) Ply. Ltd. 

(Melbourne Office) 

50 Garden Street 

South Yarra, Victoria 3141 

AUSTRALIA 

» (03)241 -1254 

UNITED KINGDOM 

Roland(U,K.) Ltd. 

Rye Close 

Ancells Business Park 

Fleet, Hampshire GU13 

8UY. UNITED KINGDOM 

S0252-816181 

Roland(U.K,) Ltd.. 
Swansea Office 
Atlantic Close, Swansea 
Enterprise Park, Swansea, 
West Glamorgan SA79FJ, 
UNITED KINGDOM 
a (0792)700 -139 

ITALY 

Roland Italy S, p. A. 
Viaie delle Industrie 8 
20020 ARESE MILANO 
ITALY 
a02-93581311 



SPAIN 

Roland Electronics 
de Espana, S. A. 
Calle Bolivia 239 
08020 Barcelona. SPAIN 
a 93 - 308 - 1000 

GERMANY 

Roland Elektronische 
Musikinstrumente 
Handelsgesellschaft mbH. 
Oststrasse 96. 2000 
Nordersiedt. GERMANY 
a 040/52 60 090 

FRANCE 

Musikengro 

102 Avenue Jean-Jaures 

69007 LyonCedexO? 

FRANCE 

a (7)858 -54 60 

Musikengro (Paris Office) 

Centre Region Parisienne 

41 rue Charles-Fourier, 

94400 Vitrys/Seine 

FRANCE 

a (1)4680 86 62 

BELGIUM/ 

HOLLAND/ 

LUXEMBOURG 

Roland Benelux N. V. 

Houtstraat 1 

B-2260 Oevel-Westerlo 

BELGIUM 

a (0032)14 -575811 

DENMARK 

Roland Scandinavia A/S 

Langebrogade 6 

Box 1937 

DK-1023 Copenhagen K, 

DENMARK 

a 31 -95 31 II 

SWEDEN 

Roland Scandinavia A/S 

DanvikCenter28 A, 2tr. 

S-13! 30Nacka 

SWEDEN 

a 08 - 702 00 20 

NORWAY 

Roland Scandinavia 

Avd. Norge 

Lilleakerveien 2 

Postboks 95 Lilleaker 

N-O216 0slo2 

NORWAY 

a 02 - 73 00 74 

FINLAND 

FazerMusik Inc. 
Lansituuientie 
POB 169 
SF-02101 Espoo 
FINLAND 
a - 43 50 11 



NEW ZEALAND 

Roland Corporation 
(NZ) Ltd. 

97 Mt. Eden Road, Mt, 
Eden. Auckland 3, 
NEW ZEALAND 
a (09)3098 -715 

SWITZERLAND 

Musitronic AC 
Gert)erslrasse5,CH-4410 
LiestaS, SWITZERLAND 
a061/921 16 15 

Roland CK (Swiizedand) 
AG 

Poslfach/Hauptstrasse 2 ! 
CH-4456 Ten ni ken 
SWITZERLAND 
a 061/98 60 55 
Repair Sena^ by 
Musitronic AG 

AUSTRIA 

E. Dematte &Co. 

Neu-Rum Siemens- 

Strasse 4 

A-6021 Innsbruck Box 591 

AUSTRIA 

S (05 1 2)63 451 

GREECE 

V. Dimilriadis & Co. Ltd. 
2 Phidiou Str.. GR 106 78 
Athens. GREECE 
ai -3620130 

PORTUGAL 

Casa Caius Insirumenios 
Musicais Lda. 
Rua de Santa Catarina 131 
Porto. PORTUGAL 
a 02 - 38 44 56 

HUNGARY 

Intermusica Ltd, 
Warehouse Area 'DEPO' 
Torokbaiint. Budapest 
HUNGARY 
a (1)1868905 

ISRAEL 

DJ.A. International Ltd. 

25PinskerSt..Tel Aviv 

ISRAEL 

a972 -3 -5283015 

CYPRUS 

Radex Sound Equipment 

Ltd. 

17 Panteli Katelari Str. 

P.O.Box 2046, Nicosia 

CYPRUS 

a 453426. 466423 

TURKEY 

Barkat Sanayi ve Ticarel 
Siraselviler Cad. 86/6 
Taksim Istanbul, TURKEY 
a 149 93 24 



EGYPT 

Al Fanny Trading Office 
9, Ebn Hagar Askalany 
Street, Ard Ei Golf, 
Heliopolis. Cairo. EGYPT 
3 2917803-665918 

BRAZIL 

Roland Brasil Ltda. 

R. Alvarenga591 

CEP-05509 Sao Pauio 

BRAZIL 

a (01 1)813 -7967 

Repair Service for Roland 

and Rhodes products 

Oliver do Brasil S.A. 

Instrumentos Musicals 

Av.Ceci.No.S78 Centre 

Empresarial Tambore 

Barueri SP CEP 06400 

BRAZIL 

a (01 1)709 -1267 

Repair Service for BOSS 

products 

MEXICO 

Case Veerkamp. s,a, de c.v. 

Mesones No. 21 

Col. Centre 

C.P. 06080 Mexico, D.F. 

MEXICO 

a (5)709 -3716 

La Casa Wagner de 

Guadalajara s.a, dec.v. 

Av. Corona No. 202 S.J. 

C,P,44100 

Guadalajara. Jalisco 

MEXICO 

a (36)13 -1414 

ARGENTINA 

Netto S.A. 
Venezuela 1433 
1095 Buenos Aires 
ARGENTINA 
a37-1632 

HONG KONG 

Tom Lee Music Co., Ltd. 
Service Division 
22-32 Pun Shan Street. 
Tsuen Wan, New 
Territories, HONG KONG 
a415-09Il 

KOREA 

Cosmos Corporation 
Service Station 
261 2nd Floor Nak-Won 
arcade 

jong-Ro ku, Seoul, KOREA 
a (02) 742 8844 

SINGAPORE 

Swee Lee Company 
Bras Basah Complex 
#03-23 Singapore 0178 
SINGAPORE 
a 3367886 



THAILAND 

Theera Music Co.. Ltd. 
330 Verng Nakorn Kasem, 
Soi 2. Bangkok 10100, 
THAILAND 
a 2248821 

MALAYSIA 

Syarikat Bentiey 
No.l42.JalanBukit 
Bintang 55100 Kuala 
Lumpur. MALAYSIA 
a 2421288 

INDONESIA 

PTGalestra Inii 

Kompleks Perkantoran 

Duta Meriin Blok C/59 

Jl. Gajah mada No.3-5 

Jakarta 10130 

INDONESIA 

a (021) 354604. 354606 

TAIWAN 

Siruba Enterprise(Ta!wan) 
Co.. LTD. 

Room. 5, 9n. No. 112 
Chung Shan N.Road Sec.2 
Taipei. TAIWAN, R.O.C. 
a (02)5364546 

SOUTH AFRICA 

That Other Music 
Shop(PTY) LTD, 
256 Bree Street, 
Johannesburg 2001 
Republic of South Africa 
a 337 - 6573 

Paul Bothner(PTY) LTD. 
17 Werdmuller Centre 
Claremont 7700 
Republic of South Africa 
a 021 -64-4030 
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Edit Mode 



►Sound Editing 
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Menu Display 
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Instrument Table 



Group/ 
No. 


Display 


Name 


KOI 
K02 
K03 
K04 
KD5 


AMBO^K 
DOINC_K 
BOTTM^K 
DBLH„K3 
DEEP.Kl 


am bo kick ^ 
boing kick * 
boiiDm kick ^ 
double head kick 3 4= 
deep kick 1 ^ 


K06 
K07 
K08 
K09 
KIO 


DRY_K1 

EZ^K 

FACE.K 

FL,OOR_K 

FLOP^K 


diy kick 1 ^ 
easy kick :): 
face kick ^ 
Roar kick s): 
flop kick ^ 


KU 
K12 
K13 
K14 
KI5 


OATE_K 

GATE_K2 

HARD^K 

HEAVY^K 

HDUSE_K 


galed reverb kick ^ 
galed reverb kick 2 if: 
hard kick ^ 
heavy kick ^ 
house kick :>(: 


K16 
KI7 
K16 

Kiy 

K20 


MONDO^K 
MLJSCL_K 
PU\CH_K 
ROOM^Kl 
R00M_K2 


niondo kick ^ 
muscle kick 4^ 
punch kick ^ 
room flmbicnl kick 1 :4i 
room ambicnl kick 2 4^ 


K21 
K22 
K23 
K24 
K25 


R0DM_K3 

R00M_K4 

SNAP^K 

50FT_K 

SOLID^K 


room amhieni kick 3 % 
room amhieni kick 4 9K 
snap kick ^ 
.safi kick s^ 
.solid kick >(: 


K26 
K27 
K2fi 
K2V 
K30 


SQUAS^K 

TEK\0_K 

V|DEO„K 

W00D_K2 

W00D_K3 


squash kick ^ 
techno kick ^: 
video kick :+; 
wood kick 2 * 
wood kick 3 * 


K31 
K32 
K33 
SOI 
S02 


7B_K 

yoy.K 

DOiNC^S 

nniTE.s 


CR - 7fl kick * 
TR- BOS kick * 
TR - 909 kick * 
boine snare 5|c 
brigh! snare if: 


S03 
S04 
505 
sort 
SG7 


CQMriO_S 
DANCE_H 

FAT, 51 
FLNK^S 


cam ho snaic ^ 
dance snare sf: 
echo snare H^ 
fai snare 1 + 
funk snare ^ 


508 
509 
SIO 
Sl] 
512 


GATE_5 

HOLSE_S 

LA_S 

LIG!IT_S 

NO^SNRS 


Kaied reverb snare :i: 
house snare sjc 
1„A, snare s}: 
lighl snare sf; 
no snares !+; 


S13 
5)4 
515 
51rt 
517 


PiCL_Sl 

PISCES 

RADIO_S 

RE.^L^S 

RIMSMTJ 


piccolo snare 1 jfc 
ping snaic ^ 
radio snare :>^ 
real snare ^ 
rim shot snare 1 ^ 



Group/ 

No, 


Display 


Name 


sie 


ROCK^Sl 


rock snare 1 


* 


S19 


RVBJl 


reverb snare 1 


* 


520 


SHARP^S 


sharp snare 


* 


S2I 


5LAM^5 


slam snare 


* 


522 


SMALL.S 


small snare 


* 


S23 


SOUD_S 


solid snare 


* 


524 


TIGHT_S 


liehl snare 


* 


525 


TRASH _S 


irash snare 


* 


S26 


VIDEO^S 


video snaie 


* 


527 


\V00D_S1 


wood snare 1 


* 


S2B 


7S_5 


CR - 78 snare 


* 


529 


B08_S2 


TR - 808 snare 2 


* 


S3Q 


909_S 


TR - 909 snare 


* 


531 


S\ViS_S2 


brush sVrish snare 2 




S32 


SWIS^S3 


brush swish snare 3 




S33 


SWlS„Sd 


brush swish snare 4 




S34 


SLAP_S1 


brush slap snare 1 


* 


■ S3S 


5LAP_S3 


brush stapsnare3 


* 


S3fi 


5L'\P^54 


brush slap snare 4 


* 


- ^37 


R0LL_S1 


brush roll snare 1 




538 


ROLL. 53 


brush roll snare 3 




539 


SIDSTKI 


side stick 1 




540 


SIDSTK4 


side slick 4 




541 


8085 IDE 


TR- 808 side Slick 




S42 


909SIDE 


TR- 909 siile Slick 




TOl 


ATAK^Tl 


a Hack lam 1 


* 


TD2 


ATAK_T2 


aiiack lom 2 


* 


T03 


ATAKJJ 


aliack lom 3 


* 


TD4 


ATAK_T4 


aiiack lom 4 


* 


TD5 


HOLO^Tl 


hollow lam 1 


* 


TOfi 


HOLD T2 


hollow lom 2 


* 


T07 


II0L0_T3 


hollow lam 3 


* 


T08 


HOL0^T4 


hollow lam 4 


* 


T09 


REAL^Tl 


teal lom 1 


* 


TlO 


REAL^T2 


real tum 2 


* 


Til 


REAL..T3 


real lom 3 


* 


T12 


REAL_T4 


real lam 4 


* 


TI3 


ROCKET 1 


roctrom 1 


* 


T14 


R0CK_T2 


rock torn 2 


* 


Tii 


R0CK_T3 


rock lom 3 


* 


Tlh 


R0CK,T4 


rock lom 4 


* 


T17 


ROOM_TI 


room ambieni lom 1 


* 


TIB 


R00\I_T2 


room ambieni lom 2 


* 


TI9 


R0OM_T3 


room ambieni lom 3 


* 


T20 


R00M_T4 


room ambieni lom 4 


* 


T21 


SLAP_T1 


brush slap torn 1 


* 


T22 


SLj\P_T2 


brush slap lom 2 


* 


T23 


5LAP_T3 


brush slap lom 3 


* 


T24 


5lJ\P_T4 


brush slap lom 4 


* 


T25 


DOOM^Tl 


doom lom 1 





* ; The sound changes by changing your playing strength or the Nuance setting. 

* * : The sound changes by changing the Nuance setting. 



Group/ 


Display 


Name 


T26 
T27 
HDl 
HG2 
1103 


80S T 

CLSDJU 
0Pr;N^H2 
PDAL_II2 


TR - 80R ion! :+: 
TR - 909 loni * 
closed III - ha! 2 4^ ^ 
□pen hi - hal 2 ^ ^ 
peiial closcil hi - hal 2 


H04 
1105 
H06 
H07 
H08 


CLSD_H4 
0P[I\_H4 
PDAL_114 
CLSD^H5 
0PEN_H5 


closed 111- hal 4 ^ ^ 

□pen hi - hal 4 4= % 

p«lalcloBC[lhi-hai4 

closed hi - hal 5 ^ ^ 

open hi -hal 5 4^ ^ 


Hoy 
mo 
Hri 

H12 
i]13 


PDAL_H5 

76_CHH 

78_ONH 

803C1IH 

B08OHH 


pedal closed hi - hai 5 

CR-7S closed hi -hat * * 
CR- 78 open hi -hal * * 
TR - 808 closed hi -hal ^4: 
TR-BDBopenhi-hai * * 


1115 
Hlfi 
1117 
YD! 


yoy^CHM 
yoy^oHH 
[jnci,_Hi 
nROP_ii] 
CRSII_Cy 


TR - 909 closed hi - hal !j= 5(: 
TR - 909 Open hi - hal * * 
brush closed hi - hal 1 % sf: 
bnish open hi - hal t ^ ^ 
crash cymbal 9 


Y02 
YGS 
Y04 
Y05 
YOfi 


CRSIICIO 
CHINA _C 
IIAS'D_C1 
RlDt; C3 
RDBL.Ca 


crash cymbal 10 

Chinese cymbal 

band cymbals 1 

ri[iccymbal3 ^ ^ 

ride- hetl cymbal 3 ^ :4= 


YD7 
YOB 
Y09 
YID 
POl 


BELL_C3 
RIVETRD 
BRRD.CI 
MLl.T^C2 
COWiJEL! 


ride cymbal bel! 3 

ride cymbal wiih rivei s); ^ 
brush ride cymhal ! :J: ^ 
mallei crash cymbal 2 ^ =f: 
cowbell 1 


PD2 
P03 
P04 
P05 
POfi 


C0\VBIiL2 

TAMBRM 

TAMnR\2 

Dn.TREF. 

CASTANE 


cowbell 2 
lamboiirinc 1 
lambourine 2 
bell Irec 
casianeis 


P07 
PDS 
POJ 
PIO 
Pil 


C0\_DD2 

GONG 

TI\1PA\2 

TRtANGL 

W131..0CK 


eoncCTl bassdrum 2 Hi 

gone 

iimpani2 3^ 

iriangle 

wood block 


?\2 
PI-1 
PH 
P15 
Plfi 


1.0W_BG 
I1IGM_^BG 
l.OWCC 
SL[D_CG 
5LAP_CG 


low bongo H: 
high bonfio sjs 
open low conga sj; 
stiiic low conga sf; % 
slap hi^h conga ^ 


P!7 
PIB 

Piy 
P20 
P21 


MLTE_CG 

LOW_TB 

HICIIJB 

CUWEI 

VIB5LAP 


mule high conga 

lowiimbale :4^ 

high limbak' 4= 

ciavcs 1 

vibra-slap 



tiro up/ 
No. 


Display 


Name 


P22 


LNG_CUI 


long Euito 




P23 


5H0_.GUi 


shnrl guiro 




P24 


MARACAS 


maracas 




P25 


SHAKERI 


shaker I 




P2fi 


CAB AS A 1 


cabasa 1 




P27 


WtJISTLl 


whisile 1 




P2B 


WI11STL2 


whistle 2 




P2y 


ACOGOl 


agogo 1 




P30 


OCT^GG 


oclave agogo 


** 


Pil 


OPN^CUI 


open cuica 




P32 


MUT.CUl 


mule cuica 




P33 


OPN^PND 


open pandiero 




P34 


MUT^PND 


mute pandiero 




P3S 


OPN_SRD 


open surdo 




P3fi 


MUT_SRD 


muiE surdo 




P37 


TMBORIM 


lamborim 




P3S 


KALI MBA 


kalimba 


* 


P39 


LOCDRUM 


log drum 




P40 


STEELDR 


siecl drum 


* 


P41 


TA1K02 


laiko 2 


* 


P42 


CAiN3 


can 3 


** 


P43 


55CLAVE 


DR - 55 ciavcs 




P44 


78_COW 


CR - 7H cowbell 




IMS 


7S_TAMB 


CR - 78 lambourine 




Pdfi 


7B_BNG 


CR - 78 bongo 




P47 


7aGUlRa 


CR - 78 guiro 




P4S 


76_MARC 


CR • 78 maracas 




PA9 


TSMBEAT 


CR - 7S meiallic bcai 




P50 


aoBcow 


TR - 808 cowbell 




P51 


808CNG 


TR - 808 conga 




P52 


80BCLAV 


TR - SOS daves 




P53 


B08MARC 


TR - BOS maiacM 




P54 


B08CLAP 


TR - BOB hand clap 




XOl 


FNCSNP2 


finger snap 2 




X02 


HIGH_Q 


highQ 




X03 


RAPNOIS 


lap noise 




XOA 


RVB_CLP 


reverb clap 




X05 


SCRPUSH 


scratch push 




XOfi 


SCRPULL 


scralch pul) 




X07 


SPARK 1 


spark 1 


** 


xoa 


WHEEU 


wheel 2 


** 


X09 


back_si 


back snare 1 


** 


Xin 


BACKJl 


hack lorn 1 




XII 


BACK_C2 


hack cymhal 2 




XI2 


BACK_GO 


back gong 




ROl 


FNCBASS 


Tinger bass 


* 


no2 


SLPDASS 


slap bass 


* 


B03 


AC_BASS 


acoiiMic bass 


* 


noi 


303DASS 


TB - 303 bass 


* * 


ROI 


REST 


rest 





Group/ 
No. 


Spurce Inslrumenl 


C! 
C2 
C3 
C4 
C5 


KQ4 
S17 
T25 

t:5 

H04 


DBLH^K4 * 

RIMSHT2 * 

D00M_T2 

DOOM^TS 

CLSD_H6 * * 


C6 

C7 

ca 

CIO 


H04 
HQ5 
H05 
YOl 
YOl 


CLSD_H7 * * 
0PEN_H6 * * 
OPEN^HT * * 
CRSHCn 
CH0K_C1 


en 

C12 
C13 
C14 
C15 


YDl 
YD] 
P54 
P35 
P26 


SPLA_C1 

SPLA.cz 

DRYCLAP 

OPEN„Di 

CABASA2 


C16 
C17 
C!6 
C19 
C20 


PO! 
P14 
P29 
H02 
P29 


C0\VBEL3 

HIGH_CC * 

AG0C02 

PLATEl * * 

RING! 


C21 
C22 
C23 
C2d 
C25 


P27 
Pll 
PID 
X07 
P54 


PlPEl 

WBL0CK2 

MUT.TRI 

THHILLR * * 

CUNSHT! 


C26 


P25 
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AN E^Y METHOD 

TD BET YDU STARTED 



Because this booklet is intended to illustrate the basic steps that might be taken for creating 
patterns and songs, many other details are not touched upon. We recommend that you read 
through the owner's manual beforehand to gain further useful information. We are going to 
create a song using 5 simple patterns written in real-time. We will make a few real-time 
edits, insert some repeat marks and a tempo change, and hopefully you will understand how 
easy it is to use the R-8MKII. This exercise uses very simple patterns which we Invite you 
to copy as we go aiong, or create your own. {For those of you who cannot read musical 
notation, please program the patterns as you wish, but maintain the same length as our 
example.) 



Before Starting 



To make sure we stay together through this simple process. 



first initialize your R-SMKII by holding j SELECT | and | PAGE 
down while turning on the power. Press 
it's initialized. 



ENTER twice and 



* There are other ways of initializing specific parameters. 
See the owner's manual on page 141. 



Let's Make Rhythm Patterns 



We will use the Tempo of 120 BPM. To verify, push TEMPO , 



adjust if necessary, then push TEMPO again; 



Press I PATTERN i , and select number 3 for Real-time Writing. 
The display shows: 



Pattern Number 



Pattern Bank 



i 



The number of bars contained in the pattern 
Pattern Name 



ri 



Jl 



PTNfflS2-61J<DEM0 6 

RTM T = 89.-- 8 Q=l.--16 
f f 

Time Signature Quantize 

* You can always exit from any step along the way by pressing | E XIT 
if you are not sure of what should be showing in the display. 



Weii, now we are ready to proceed one by one with our series 
of patterns. 



Rhythm Pattern A 



The cursor is under the programmable pattern, A 32. Using 

VALUE slider or Numeric keys, select a 



1/OFF +1/ON 



programmable pattern, in this case, A 90. 



Next, we decide how many bars the pattern is going to have. 



^°^^ \ SHIFT [ down and press | CLEAR | (key pad 14). The display 
shows: 



PTN FORMRT <PTHll9e 
T = 94.-- 4 EfiR= 81 



T 



Time Signature 



T 



The number of bar 



and the cursor is under the "BAR=01" position. Now just press 



ENTER because programmable pattern A 90 is going to be 
one bar in lengthTv 



• Now press |START| and you wiM hear the metronome. There 
is an accent on the "one." 



Count along to make sure you follow, hold down FLAM and 



press the | SNARE | (key pad 14) on beat four. 



i 



• You hear the flam on beat "4." Let's edit the flam now. Stop 
the machine. 



Hold I SHIFT I down and press | FLAM SET j (key pad 7). The 
display shows: 



FLfiM SET <PT 
*INTUL= 15 



y ti 



Flam Interval 



Value 



"■^is 



Made a big change in the INTERVAL, bring it from 15 to 10 and 



P""^^^ i ENTER ■ Start the machine and you should hear the 
difference. Repeat this until you get the flam feel you desire. 
When setting the flam, you can change not only the INTERVAL, 



but the RATIO as well. Use | SELECT | to go back and forth. 
INTERVAL changes the amount of time between each hit, and 
RATIO determines their difference in volume. 
Press I STOP . 



Rhythm Pattern B 



Let's go to programmable pattern A 91. The cursor should 



be under the pattern number in the display. Using | -1/OFF 



+1/ON , select the next pattern, in this case, A 91. 



Format the pattern the way we did with number 90 except this 



time select 4 bars for it's length. Press | ENTER | and then 
START . You'll hear the metronome. 



The quantize resolution is on 1/16 and you will notice that you 
can change the resolution while the pattern is in the record 
mode. To change the resolution you can use the VALUE slider, 
Numeric keys, or 



1/OFF +1/0N 



Leave it at 1/16 for 



now. 

Programmable pattern A 91 will be your basic 8-beat rhythm, 

as shown: 



i 



m fTTifTn 









I suggest you start with the Hihat, playing eighth notes for the 
4 measures. 



Now let's suppose you want to do the Hihat again. 



'^''^ss STO P ;. Hold I SHIFT | down and press | CLEAR I (key pad 



14). The display shows: 



PTN CLERR <PTNS91> 
IN5T=='::flLL INSi::- 

Erasing all the Instrument 

This is the stage where you can erase everything you have 
done in the pattern, including the length; or you can just erase 
all of the Hihat, Kick, Snare or whatever you want. In this case. 



press the i CLOSED HH | (key pad 11), and it will appear in the 



display. Press | ENTER j and the Hihat is gone, and you can do 
it over again. 

There is one other way of erasing, and that is in real-time. You 
should practice this once to understand. After you have pro- 
grammed your Hihat part again, while the machine is still playing. 



ho'd I SHIFT I down and press the | CLOSED HH , (key pad 11) 
down for as long as you want to erase the sound. To experiment, 
I suggest you hold it down for the count of 4 and release it for 



4, always keeping , SHIFT | pressed. 

Now that you know how to do this, program the Hihat part 

again. 

Program the Snare drum on the 2's and 4's and the Bass drum 

as is written above. 



Rhythm Pattern C 



Press 1 STOP I , and go to programmable pattern A 92. Hold 

(key pad 14}, and format pro- 



CLEAR 



S HIFT j down, press 
grammabie pattern A 92 for 2 bars. 



Press ! START . The metronome sounds and you will be able to 



refer to the bar number indicator in the display. 



m 



gpiq? 



r rr rr 



^^ 



Here we are going to program the first measure first. Count 
along and enter 8th notes with the Hihat in the first measure. 
Enter the Kick and Snare as written. Add a simple Tom fill to 
lead into the second measure. If you make a mistake, it is easy 
to create each voice, one by one. 

Now, enter a Crash and Kick on the first beat of the second 

measure. While the machine is running, (you should have a full 

first measure and the Crash on the first beat of the second) 

change the quantize resolution to 1/32. On beat "2" of measure 

"2" we are going to enter a roll. 

First, stop the machine and while holding down | ROLL , press 

any of the key pads and feel what the rol! can do. increase the 

pressure on the pad and the volume increases as well. We are 

going to enter a roll form beat "2" through beat "4." 

Start the machine, and counting if you have to, press ROLL 



and the SNARE (key pad 14) at the same time, from beat "2' 



of the second measure. Stop before the "1" of the first measure. 
If you do not end the roil well, erase the Snare drum, either just 
the roll or all of the Snare in this pattern, and do it again. 



• Real-time Edit (Pitch) 

Let's have some fun with the roll. Let's use the real-time edit 
function, and change the pitch of the roll so that it starts low 
and finishes high. 



Press START , and while the rhythm is playing, press I PAGE . 



The display shows: 



PTNS92'"62J<^-^EDITi ! > 

RTM $UL= 264 ± 

f 



T 



Sequence parameter Value 



By pressing \ S ELECT | find "$PT==0000" in the display. 



Use the VALUE slider or^ -1 / OFF I ^ +1/On1 to determine the 



starting point of the pitch change. Move it to -2000. While the 



pattern is playing the roll, hold down the SNARE I pad for the 



length of the roll only. Release your finger after the roH, and the 
next time it plays you will see what you have done. Now to 
correct this type of edit, you must just select the original setting, 
in this case GOOD, hold down the key to be edited, and it wii! 
return to normal. 

While the machine is playing, experiment with the VALUE slider, 
to see how gradual a change you can make in the tuning. If you 



hold down the SNARE pad while doing this, you will create a 



real-time edit. Do this until you have a rising-pitch roll. 

Of course, with all the other parameters in this mode, there are 

changes you can make. Let's keep it simple for now. Press 



PAGE to return to the real-time write display. 



Rhythm Pattern D 



"::>?3 



Next, we want to program another 4 bar pattern. Format pro- 



grammable pattern A 93 for 4 bars, press | ENT ER |, | START 
and program the same type of rhythm as programmable pattern 
A 91, only this time play the eight notes on the Ride Cymbal. 
Make sure you are still in Pad Bank "A." 
The pattern should sound as written here. 



1 



fTTl 



rrn 





f--7f-rf==rf=r^=ff=rf-7f=7 



Real-time Edit (Pan) 



While the machine is running, press PAGE and then i SELECT 



until "$PN=*OFF*" appears in the display. 



Hold down the 'RIDE (key pad 4} and with the VALUE slider or 



1/OFF '. \ +1 /ON , change the pan of the cymbal from L-3 



to R-3. Try to do it in rhythm or as you please, and release your 
hands after you think you have got what you want. This is only 
to show you how it works. You can of course, go back and pan 
that rising-pitch roll from left to right if you like. 



Rhythm Pattern E 



Format programmable pattern A 94 for 2 bars. This is the 
ending pattern, so we will just make a simple accented ending, 
as shown here, or as you like. 



1 



i 



tPTT 



i 



Remember, we changed the quantize resolution earlier, for pro- 
gramming the roll, and depending on your real-time tapping 
skills, you may find programming 8th notes with the 1/32 reso- 
lution a bit difficult. Change it as you wish. One reminder here. 
There is also a roll resolution. It is important to remember that 
the overall quantize resolution will determine how the roll sounds. 
Match the two or set quantize to HIGH. Also, roll resolution will 
change with the tempo. 



Putting it all together 



So now we have 5 patterns to work with in making the song. 
A 90, A 91, A 92, A 93 and A 94. Press S ONG ! and the 
display shows: 



PLnV 



SUiRITE 



Press Numeric key 1, and select the song number, in this 
case, 1. 

Press MiXIJ ■ and then Numeric key 2, to write a song, and the 
display shows: 



Song Number 
i 



Song Name 
i 



SONG 1 < 

PRRT 001 PTNK10-01 



T 



T 



Part Number Pattern Number 

Here is where we select the order of patterns to be used in the 
song. We will be logical and start from A 90. 

or 



Pressing either +1 /ON 



-1/OFF will change the num- 



bers appearing in the right side of the display. With 90-01 



showing, press ENTER : . You will notice on the left side that 
"PART 002" shows. Here we are assigning rhythm patterns to 
"Parts" in the song. 
Press 1+1 /ON to change the display to show "PTN 91-04." 



^''^ss ! ENTER I again. Keep repeating this until you have made 



5 parts in the song, with the patterns appearing in order from 
A 90 to A 94. 



^■"^ss I EXIT and then Numeric key 1 to go to song play mode. 



Press START [and what we have programmed is now a "song.' 



Press STOP 



• Song Edits 

Let's mal<e a few simple edits to the song, 
or 



Press SONG 



EXIT | . Select number 2 for song write. Push 



► i until "PART 002 PTN 91-04" appears in the screen. Press 



shift: and | PART INSERT i (key pad 10). Display shows: 



PPRT INSERT <:SuNi3 1 > 
PQRT 002 PTNia91-~04 ? 



Press SELECT and "REP 



shows in the display. Press 



ENTER 



What we have done is enter the repeat mark, as we want to 
repeat this four-bar pattern. Remember that a repeat mark is 
entered as a "Part," so the number of parts in a song will 
increase with every inserted change, like repeats or tempo 
changes. It's important to remember this when you are writing 
a song, so you do not get confused with the changes. 



Now, with the cursor move it so "PART 004 PTN 92-02" shows 



in the display. Press | SHIFT | and | PART INSERT j (key pad 10). 
Use I SELECT i to bring " :|j x 01?" into the display. Press 



ENTER 



What we have done is to enter repeat marks before and after 
programmable pattern A 91. Use the same procedure for en- 
tering other song edits, such as tempo or level changes, 
it is very easy and it is always simple to push EXIT \ to start 



your editing process ail over again. This concept prevails 
throughout all the editing functions of the R-8. Though there is 
a lot you can do with it, each process is simple and easy to 
understand. We hope this has made some of the most important 
functions of the R-8MKII easier to understand. 



Press EXIT or jSONG , select number 1 for song play, and any 



programming miracles, you are on your way! 

To check that you have gotten everything entered correctly, press 



SONG , Numeric key 2 and then j ► . This will take you ^ 



through the PART order of the song as it is finally programmed. j; 

It should read as shown below: 



PART 001 PTN 


A 


90-01 


PART 002 REP 


II : 




PART 003 PTN 


A 


91-04 


PART 004 REP 


: 1x01 


PART 005 PTN 


A 


92-02 


PART 006 PTN 


A 


93-04 


PART 007 PTN 


A 


94-02 



If you go beyond the end of the program of the song, a "?" will 
appear after the pattern number. The song will end with the last 
part/pattern you have selected. 



^Roland 
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(zaMpnsER 



OWNER'S MANUAL 



Thank you for purchasing the Roland R-8MK II Human 

Rhythm Composer. 

The R-8MK II is an innovative new rhythm machine featuring 

a variety of functions that make it easy to program extremely 

realistic rhythm performances. 

To make the best use of the R-8MKtt, please read this owner' 

s manual carefully. 



Copyright © 1992 by ROLAND CORPORATION 

All rights reserved. No part of this publication may be reproduced in 
any form without the written permission of ROLAND CORPORATION. 
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IMPORTANT NOTES 

Be sure to use only the adaptor supplied with 
the unit Use of any other power adaptor could 
result in damage, malfunction, or electric shock. 



[Power Supply] 



Placement] 



When making any connections with other 
devices, always turn off the power to all 
equipment first ; this will help prevent 
damage or malfunction. 

Do not use this unit on the same power 
circuit with any device that will generate 
line noise, such as a motor or Variable 
lighting system. 



Do not subject the unit to temperature 
extremes (eg. direct sunlight in an enclosed 
vehicle). Avoid using or storing the unit in 
dusty or humid areas or areas that are 
subject to high vibration levels. 

Using the unit near power amplifiers (or 
other equipment containing large 

transformers) may induce hum. 



The power supply required for this unit is 
shown on its nameplate. Ensure that the 
line voltage of your installation meets this 
requirement. 

Avoid damaging the power cord ; do not 
step on it, place heavy objects on it etc. 

When disconnecting the AC adaptor from 
the outlet, grasp the plug itself ; never pull 
on the cord. 



This unit may interfere with radio and 
television reception. Do not use this unit in 
the vicinity of such receivers. 

Do not expose this unit to temperature 
extremes (eg. direct sunlight in an enclosed 
vehicle can deform or discolor the unit) or 
install it near devices that radiate heat. 



[Maintenance] 



If the unit is to remain unused for a long 
period of time, unplug the power cord. 



For everyday cleaning wipe the unit with a 
soft, dry cloth (or one that has been 
slightly dampened with water). To remove 
stubborn dirt, use a mild neutral detergent. 
Afterwards, be sure to wipe the unit 
thoroughly with a soft, dry cloth. 



Never use benzene, thinners, alcohol or 
solvents of any kind, to avoid the risk of 
discoloration and/or deformation. 



[Additional Precautions] 

# Protect the unit ■from strong impact. 

9 Do not ailow objects or liquids of any kind 
to penetrate the unit In the event of such 
an occurrence, discontinue use immediately. 
Contact qualified service personnel as soon 
as possible. 

# Never strike or apply strong pressure to the 
display. 



Should a malfunction occur (or if you 
suspect there is a problem) discontinue use 
immediately . Contact qualified service 
personnel as soon as possible. 

To prevent the risk of electric shock, do 
not open the unit or its AC adaptor. 



[Memory Backup] 



The unit contains a batter/ w/hich 
maintains the contents of memory while 
the main power is off. The expected life of 
this battery is 5 years or more. However, to 
avoid the unexpected loss of memory data, 
it is strongly recommended that you change 
the battery every 5 years. 
Please be aware that the actual life of the 
battery will depend on the physical 
environment (especially temperature) in 
which the unit is used. When it is time to 
change the battery, consult with qualified 
service personnel. 



Please be aware that the contents of 
memory may at times be lost ; when the 
unit is sent for repairs or when by some 
chance a malfunction has occurred . 
Important data should be stored on a RAM 
card, or written down on paper. During 
repairs, due care is taken to avoid the loss 
of data. However, in certain cases, (such as 
when circuitry related to memory itself is 
out of order) we regret that it may be 
impossible to restore the data. 
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OUTLINE OF THE R-8MK II 



1. About Human Feel 



Rhythm performances on conventionai rhythm machines or 
sequencers often sound monotonous and mechanical. Roland's R- 
8MK II contains features and functions that provide realistic 
sounding drum performances and a much more "human" feel. 



Causes of mechanical 
rhythm -sounding 
patterns 



There are two elements that prevent most rhythm machines from 
sounding like real players : 

•When people play real percussion instruments, the force and position where 
they strike the instrument changes with each beat . This creates 
accentuation. Conventional rhythm machines can only duplicate the sound 
of an instrument being struck in one position and at one volume level. 



►The strength and position of playing may vary slightly or dramatically. This 
means that the overall performance will contain a variety of tonal shifts 
and dynamic changes. 



What the R-8MK II 
can do 



The R-8MK It can recreate the subtle tone and dynamic changes 
described above, providing more realistic performances (what we call 
"Human Fee!" in this manual) : 

•Tonal and Dynamic Variatons 

Depending on how hard you play the Snare drum, Kick drum or Toms, the 

tone of each drum voice (Snare, Kick, or Tom) will change in a very natural 

way. 

Setting the Nuance Parameter for Hi -hat or Ride Cymbal (for example) will 

create a variety of different sounds. 

•Wide variety of sound editing parameters 

By changing the settings of the parameters (Velocity, Pitch, Decay and 
Nuance), the tone of each Instrument can be edited to your taste. Also, 
even after you have written a rhythm pattern, you can edit the sound of 
each instrument. 
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(Micro Timing 

The timing (steps) of the R-SMKIl's rhythm performances (Pattern Play 
or Song Play) can be set with minute precision, to a resolution of a 1/ 
384th note. 

>Feel Function 

A Feel Patch consists of two sections ; Groove, which changes the strength 
or striking position, and a Random Factor section, which sets random and 
subtle tone changes. When playing a rhythm pattern, you can assign the 
desired Feel Patch to the pattern. The same rhythm pattern will sound 
different when played with a different Fee! Patch. 



2. Features Of The R-8MK II 



>The R-8MKII features 200 different instruments (rhythm voices) sampled 
at 44.1kHz with a 16- bit dynamic range. The touch sensitive Key pads 
allow you to alter volume and tone naturally by striking the pad with 
varying force. 

►With some Instruments, you playing force can change the Nuance (Kick, 
Snare and Toms only). Pan, Decay and Pitch may also be altered to allow 
you to create expressive rhythm performances. 

►The Copy Instrument function allows you to create up to 26 edited 
Instruments, in addition to the 200 existing ones. 

►The R-8MK II can store "Feel Patch" data (for more 'human' expressions). 
It also allows you to set the Timing Velocity/Decay/Pitch/'Nuance for 
each note of a Rhythm Pattern, allowing you to produce realistic 

performances. 

►The R-8MKirs Internal memory stores up to 32 Preset Rhythm Patterns, 
200 User- programmed Patterns and 10 Songs. 

►The following editing functions are available : 
-?V Pattern Copy. 

iVlnstrument Change (that replaces one Instrument in a Pattern with another). 
i:!r Merge function (that mixes two Patterns). 
■jVPattern Append function (that joins Patterns together). 



[OUTLINE OF THE R-8MK I! 



•The Temporary Assign function allows you to temporarily assign a specified 
Instrument to all the pads. Using this function, you can hear and edit even 
an Instrument that has not been assigned to any pad. 

•The Instrument List function allows you to check what Instruments are 
used In a Rhythm Pattern. 

•Using an optional sound ROM card, you can increase the number of the 
Instruments available. (The R-8MK 11 also stores the same Instruments 
stored on the Sound ROM card in its internal memory. For a detailed 
explanation, refer to P.I 88.) 

•The 8 Individual Outputs allow the R - 8MK II to output Instruments 
separately. 

•The R-8MKI1 can check total playing time of a song, or calculate the 
tempo needed for playing a song within a specified time. 
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PANEL DESCRIPTIONS 
[Rear Panel] 



MIDI Sockets 
Power Switch -__ 

AC Adapter Jack-——— — - 



Tape Sync In Jack 
— -—Tape Sync Out Jack 
I , ——Start/ Stop Jack 

• ™-^ _ Value Jack 



CZ] 



OO 



Q:Q OOP Q OQQQO 



Headphone Jack —^ \ 

Stereo Output Jack(R/L(MOI\tO)) 
Multi Output Jacksd —8) 



RAM Card Slot 
—ROM Card Slot 
■LCD Contrast Control Knob 



[Front Panel] 



Level Button 



Tempo Button 



MIDI Button - 
Utility Button- 
Pattern Button- 
Card Button- 
Song Button 

Instrument Assign Button—^. 
Feel Button 
Performance Button 
Sound Button 



Pad Bank Buttons 
Temporary Assign Button 

Instrument List Button — 

Pattern Bank Button — — 

Multi Button - 

Scope Button 

Cursor Buttons 
Page Button 
Exit Button 



Tempo Indicator 
Function Display 
Graphic Display 
Key Pads 1-16 










f^*'.^- 




?^" ™- 




sair^„ 


-■- 







Start/Stop Button 
Roll Button 



Parameter Up/Down Buttons 

Parameter Select Buttons 

Enter Button ''—^—— 



Shift Button 
Flam Button 



Numeric Keys 
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BASIC CONNECTIONS 



CONTRAST B 7 a S 



3 S 1 H LtMOfJO) mCTJES 



O 



Oo 




Headphones 




o 



o o o o o 



oO 




Stereo Amplifier 



Specific : Instruments can be output from any of the Multi Output Jack (1 -8). At 
the factory, all the instruments are set to be output from the Stereo 
Output jacks. Therefore, no sound is output from the Multi Outputs. If you 
wish to use the Multi Output jacks, change the Output Assign of each 
instrument (see page 45). 



12 



PLAYING RHYTHMS 



Q] Let's Play! 

El Before Writing Rhythm Data 



P.14 
P.24 
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[J] LET'S PLAY ! 

1. Manual Playing 



You can try out a variety of sounds by playing the unit manually : 

Step 1 Check that the R-8MK II is connected to your amplifier or mixer. Switch the 

unit and the amp/mixer on. 

*This unit is equipped with a circuit protection device. A brief interval after power 
up is required before the unit will operate. 

Step 2 Raise the VOLUME sJider. 

VOLUME 

Higher 



Volume 



lower 



Step 3 Simply tap each key pad ; each key pad triggers a different drum instruments. 

Depending on the tapping strength, the volume varies. (Instruments marked 
with "*" (in the table shown on page 188) will vary according to the 
tapping strength.) 

*Tap the bottom of each key pad on the R-8MK M with your 
fingers and vary the pressure. A natural sound alteration 
(volume and tone) can be heard. (Don't use anything other 
than your fingers on the key pads.) 



Jap here 




COPY 



To obtain a Flam effect, hit a key pad while holding FLAM down. 



To add a Roll effect, depress a key pad with ROLL held down : while the 



key pad is depressed, the relevant sound will play as long as | ROLL | is held 
down. 



DD 







D DJ 
ID! 
fDD 
D DDDn 




ROLL button 
FLAM button 



* If you wish to change the interval for Fiam/Roll, see page 82 and 84. 
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Pad Bank Selection 



A Pad Bank is a set of Instrument assignments to al! 16 key pads. 
The R-8MK II can store up to five Pad Banks (A to E). You can 
select any of these five Pad Banks. 







Bank E 








Bank D 










Bank C 








Bank 8 






Bank A 






CD a CZl □ 








CZ] CD CD cn 






CD en CD □ 






CD Cd CD O 











Procedure: Press Nc 2> to change Pad Banks. 



The selected Pad Bank is shown in the display. 



.PAD BAtsJK. 



MODE 


PATTERN 


TEMPO 


EDIT 




128 


INST UTIL 




CARD 






PAD BANK 


1 A 1 


ASSIGN 





*lf you wish to change the Instrument assignment or play an Instrument which is 
not assigned to any key pad, perform "Instrument Assignment" (on page 36). 
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The five Pad Banks contain the following Instruments : 
Bank A 



YOl : CRSH_C9 


Y02:CRSHC10 


Y06 : RDBL_C3 


Y05 : RiDE_C3 


T13 : R0CK_T1 


T14: R0CK_T2 


T15; R0CK_T3 


T1 6 : R0CK_T4 


S40 : S1DSTK4 


S21 : SLAM„S 


H07 : CLSD_H5 


HOa : 0PEN_H5 


K21 : R00M_K3 


320 : SHARP_S 


H09 : PDAL„H5 


X04 : RVB_CLP 



Bank B 








YOl : CRSH_C9 


C09 : CRSHC1 1 


Y06 : RDBL_C3 


YOB : RIVETRD 


T09 : REAL_T1 


T10: REAL__T2 


11 1 : REAL_T3 


T12 : REAL_T4 


S39 : 51DSTK1 


SI 7: RIMSHT1 


H04 : CLSD_H4 


HOB : 0PEN_H4 


K17: MUSCL_K 


S10 : LA_S 


H06 : PDAL_H4 


CI 3: DRYCLAP 



Bank C 



YOl : CRSH_C9 


Y02:CRSHC10 


Y06 : RD8L_C3 


Y05 : R!DE_C3 


T05 : H0L0„T1 


T06 : H0L0_T2 


T07 : H0L0_T3 


TOa : H0L0_T4 


S04 : DANCE_S 


SI 1 : LIGHT_S 


HOI : CLSD_H2 


H02 : 0PEN_H2 


K15: HOUSE_K 


309 : HOUSE__S 


H03 : PDAL„H2 


X02 : HIGH_Q 



Bank D 








Y02:CRSHC10 


Y03 : CHiNA_C 


Y08 : RIVETRD 


Y09 : BRRD_C1 


T21 : SLAP_T1 


T22 : SLAP_T2 


T23 : SLAP_T3 


124 : SLAP_T4 


S31 : SWIS_S2 


836 : SLAP_S4 


HI 6: BRCL„H1 


HIT : BR0P_H1 


K24 : SOFT_K 


S35 : SLAP_S3 


H06 : PDAL_H4 


S38 : R0LL_S3 



Bank E 



Y04 : HAND„C1 


POa : GONG 


PI a: LOW_TB 


P19:H1GH_TB 


PI 4; LOW_CG 


CI 7: H!GH_CG 


PI 6; SLAP_CG 


PI 7; MUTE_CG 


P35 : OPN_SRD 


P36 : MUT_SRD 


P33 : OPN_PND 


P34 : MUT_PND 


P07 : C0N_BD2 


P09 : TIMPAN2 


P10: TRIANGL 


P06 : CASTANE 
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2. Demonstration Songs 



Sample song programs are stored in your R-8MKII. Follow this 
procedure to play the demo songs : 



Step 1 Press SONG . 



MODE 



SONG PATTERN 



MIDI 





L 










INST 


;!GN CARD UTILITY 

















PLfl 



bJRITE 



*When the Menu Display is not shown, press |EX1T 



Step 2 Press 1 (in the Numeric Keys) to select "PLAY." 



Song Number 
1 


Song Name 


sQHiB y 
MEhS 9991 


<HUNT nUT> 
PTNS32---81 


Bar 


Pattern Bank Bar nur 



Pattern Number current rhythm pattern 



Step 3 Press (in the Numeric Keys) to select song number 0. 



* - 1/OFF + I/ON or the VALUE slider can also be used for selecting a song. 



Step 4 Press |STARTXSTOP| to start playback. 

The Tempo Indicator blinks at the playback tempo, and the display shows the 

current status of the demo playback. 



Tempo Indicator 
^ 









Current 


Part 


Tempo 




MODE 


SONG 




TEMPO 






EDIT 






120 






INST UTIL 




CARD 










pao hank 


A 


ASSIGN 


1 


■ 






SO Hid <PPRT 003 > 
ME PS 0093 PTHS32---01 








Current bar 

Curr 


ent Patte 


4V 

rn Nun- 


bE 


r 


, 





Bar number within the rhythm 
pattern currently playing 



Step 5 Press j START/STOP to stop playback. 



Pressing j START/'STOP [ while holding j SHIFT j down will resume playback 
where it was stopped. 
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Start/Stop using a 
Pedal Switch 



By connecting a Pedai Switch to the Start/Stop Jack on the rear 
of the unit, you can start or stop playback with the Pedal Switch. 



START/STOP 










z::^ 




c 
□ 








(O) Gcz: 






^■i:^ 







Tempo Adjustment To adjust the tempo... 



Step 1 Press TEMPO . 



TEMPO 



LEVEL 



c 



TEMPO HDJ 



Step 2 Using | ~ 1 /OFF j | + l/ON] or the Numeric Keys, set the tempo (20 to 250 

bpm). 
Higher values quicken the tempo. 



Step 3 Press TEMPO to return to the previous display. 



Level Adjustment 



To adjust the level of each Instrument. 



Press [LEVEL . 












TEMPO LEVEL 


LEU EL flDJU'i 

>::ki::rsh„i::9: 


^T 
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D 


J L 

Instrument 




Level 



Step 2 Press the key pad that corresponds to the Instrument whose level is to be 

changed. 



Change Pad Banks with <£: » , if necessary. 



Step 3 Using [ - 1 /OFF | j + l/ON] , the VALUE slider, or the Numeric Keys, set the 

level (0 to 15). 
Higher values Increase the volume (At zero, no sound is produced). 



ILETS PLAY ! 



The level setting procedure can be monitored in the display. 



LEVEL 1 2 3 4 5 B 7 a 9 !0 n 12 13 14 !5 



INST 1 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 














INST 2 


• 


• 


• 


■ 


• 


• 


• 


• 


• 


• 














1\5T 3 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 




INST 4 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


■ 


• 


• 


• 





You can make INST2 to INST4 show the instruments set with Display Assign 
(see page 42). INSTl shows the last Instrument specified in Step Writing. 

Step 4 To continue, and set the level of the other instruments, repeat steps 2 and 3. 



Step 5 Press | LEVEL to return to the previous display. 
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3. Pattern Playing 



A song is made of many rhythm patterns. Let's play some Preset 
rhythm Patterns and User- programmed (in fact, preprogrammed at 
the factory) rhythm Patterns. 



a. Playing Preset Patterns 



Step 1 



Step 3 



Step 4 



The R-8MKI1 contains 32 different preprogrammed rhythm patterns 
(Preset Pattern Numbers 00 to 31). Any Preset Rhythm Pattern can 
be used for writing a song after it copied to a User -Pattern with 
the Pattern Copy function (see page 108). Also, the copied pattern 
can be edited to make a different rhythm pattern. 

Let's play a Preset Rhythm Pattern. 



Press I PATTERN i to select the Pattern Mode. 

I patternT" 



MODE 



SONG 


PATTERN 


MIDI 






L 






INST ASSIGN . ( 


1 UTILITY 













*, 






aPLNS-' 
iREflL 



STEP 
PRESET 



Menu Display 



^ If the Menu Display does not appear, press j EXIT | . 



Step 2 Press 4 (in the Numeric Keys) to select "PRESET." 

Numbe 

M 



Pattern Number The number of bars Pattern Name 
(0-31) I contained in the pattern 

I 



PRE 90-01 <SBEPT1 
PLV T = 04.-- 4 



T 



Time Signature 



Using i -1/0FF|i +1/0N| , the VALUE slider or the Numeric Keys, select the 
Preset Number (0 to 31) you wish to play. 

If you select a rhythm pattern made of more than one bar, you can start 
playing from the middle of the rhythm pattern. 

Move the cursor to the Bar Number with [51 ^i^^ [H- ^^^^ select the bar 
number form which to start playing using j - 1/'oFF]| + 1./0N j , the VALUE 
slider or the Numeric Keys. 



Press [ STARTXSTOP | and the rhythm pattern is played repeatedly. 
To start playing from the selected bar, press 
! SHIFT I down. 



START/STOP while holding 
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Step 5 Press START/STOP to stop playing. 



Step 6 To play another Preset Pattern, repeat steps 3 and 4. 



Step 7 Press START/STOP to stop playing. 



*To return to the Menu Display, press [EXIT!. 



b. Playing User Patterns 



User Patterns can be edited any time. Up to 200 different User 
Patterns can be created. Those 200 User Patterns are stored in two 
Banks; 100 In Bank A and another 100 in Bank B. 

Now, let's play a factory set User Pattern (pattern numbers AOO to 
A31 are the same as the Preset Patterns). 



Step 1 



Press PATTERN to select the Pattern Mode. 



MODE 



SONG 


PATTERN 


MIDI 








INST ASSIGN : n ' UTILITY 









MODE 


1 Pattern I 


TEMPO 


EDIT 


V f 


128 


INST UTIL 




CARD 




PAD BANK 


A 


ASSIGN 




aPLHV SSTEP 
EIREPlL OIPRESET 



Menu Display 



* If the Menu Display does not appear, press | EXIT | . 

Step 2 Press 1 (in the Numeric Keys) to select "PLAY." 

Pattern Number CO - 99) 

The number of bars contained in the pattern 

Indicated when data exists in the pattern 

Pattern Name 
i 



Pattern Bank 

(A. S) I 



piNSse-ei 

PL 



i E 

T 



<8GEfiTl 
T = 84.-- 4 PEEL = :-t-^ 

f ^ — ^ 

Time Signature 



Step 3 
Step 4 



To change Pattern Banks, press | PTN BANK 



Using -1/OFF +1/0N , the VALUE slider or the Numeric Keys, select the 



Pattern Number (00 to 99) you wish to play. 

If you select a rhythm pattern made of more than one bar, you can start 
playing from the middle of the rhythm pattern. 

Move the cursor to the Bar Number with [^ and {► | , then select the bar 
number from which to start playing using [-"l XOFF | [ + 1 XON 1 , the VALUE 
slider or the Numeric Keys. 
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Step 5 Press | START/STOP j and the rhythm pattern is played repeatedly. 



To start playing from the selected bar, press | START/STOP while holding 



SHIFT down. 



Step 6 To play another User Pattern, repeat step 3. 

The selected Pattern Number is shown in the display and played after the 
current Pattern. 

Rhythm Pattern to be played next 

i_ 



PThW90---91J<--^PT 
PLV T = 04-- 4 FEEL = :-^: 



Step 7 Press START/STOP to stop playing. 



*To return to the Menu Display, press EXIT . 



c. Feel Patch Assignment 



Step 1 



The Preset Rhythm Patterns contain patterns of past rhythm 
machines to demonstrate the effect of the Fee! Patches. Feel 
Patches are not assigned to Preset Patterns, and therefore need to 
be copied to User Patterns. 

Select a Preset Pattern (from the following) to which you wish to assign a 
Feel Patch : 



Preset Pattern Number 


Type of the Rhythm Pattern 


00. 01 


8 beat type 


04. 05 


16 beat type 


10. 11. 20 


Triplet type 



Step 2 While holding [SHIFT | down, press Key pad 13 to enter the copying mode. 



ERASE 



SHIFT 



Preset Pattern selected in Step 1 
^ 



PTN COPV <PRE 99 > 

BHR 91 '::99> >>pJH:4-::-l-:M-: 



COPY 



Destination Rhythm Pattern 



Step 3 Select the destination rhythm Pattern Number (User Pattern 00-99), then 
press 



ENTER 



Pressing | ENTER | will copy the source pattern to the selected destination 
pattern. 



*Some demonstration rhythm patterns are preprogrammed in the User Patterns at 
the factory. If you wish to retain these preprogrammed patterns, select a Pattern 
Number which contains no data. 



Step 4 Press | EXIT | to return to the Menu Display. 
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Step 7 



[DLETS PLAY ! 



Now, assign a preprogrammed Feel Patch to the copied User Pattern. 



Step 5 Press Numeric Key 1, then select the copied User Pattern. 



Pattern Bank (A, B) 

|pattern Number (0-99) 

i I 



PTNre8~0i J< 

PLV T = ei4--- 4 FEEL = :-i.: 



T 



Fee! Patch Setting CO - 7) 



Step 6 Press | STARTXSTOP to listen to the rhythm pattern before assigning a Feel 



Patch. Press j STARTXSTOP to stop playing. 



Move the cursor to "FEEL" using | ►■ | , then select a Feel Patch with the 
Numeric Keys. 

Select a Feel Patch that matches the rhythm pattern (as shown in the table 
below.) : 



Preset Pattern Number 


Feel Patch Number 


00. 01 


0. 1 


04. 05 


2-4 


10. 11. 20 


5-7 



*To retrieve a rhythm pattern to which a Feel Patch has not yet been assigned, 
lower the VALUE slider to minimum, then set the Feel Patch value to "*." 



Step 8 Press | START/STOP j to start playing. 

A realistic performance is obtained because of the Feel Patch. 

Next, play the same rhythm pattern with a different Feel Patch. 



Step 9 Stop playing, then follow the procedure in step 7 to play the rhythm pattern 
with a different Feel Patch. 

The rhythm will sound different from that in Step 8. 

You can see that Feel Patches work to create natural and realistic 
rhythm performances and that the same rhythm pattern will sound 
drastically different when using different Feel Patches. 
There are many more ways to use Feel Patches. 
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m BEFORE WRITING RHYTHM DATA 

1. Procedures for Rhythm Programming 

a. Three Procedures 



Instrument Setting 



To create original rhythm data, use one of the following three 
procedures. 

•The R-SMK I! contains 200 different Instruments. It may be a 
good idea to assign the instruments to each Pad Banl< before 
making rhythm patterns. 

•The tone of each Instrument can be changed by editing the 
Sound parameters. Also, apart from the existing 200 Instruments, 
26 additional Instruments can be created using the Copy 
Instrument function. 

•Using a Sound ROM card (optional), you can add 26 more 
Instruments. 



Pattern Write 



►Pattern Write creates rhythm patterns which will later be combined 
into songs. 

HJp to 200 rhythm patterns can be stored in the unit. Each rhythm 
pattern can have up to 99 bars. 

IThere are two methods for programming a rhythm pattern ; Step 
Writing, in which entire rhythm patterns are programmed one step 
at a time, and Real-time Writing, in which rhythms are 
programmed by actually playing the key pads. 

►The programmed rhythm patterns can be edited later using one 
of the Editing functions. 



Song Write 



lYou can create songs for use in performance by combining 
rhythm patterns you have programmed. 

Mn a Song, a repeat mark, tempo and level change data, each of 
which is called a Part, can be appended (added) to each rhythm 
pattern. 



HJp to 10 Songs can be stored in the unit. Each song can have 
up to 999 Parts. 

>For fast song programming, use Delete, Insert and Copy functions. 
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b. Rhythm Programming 



The R-8tv1K I! features a great many functions, some of which may 
be unfamiliar to you. Some of you might feel lost and know not 
where to begin I 

The following "courses" are for rhythm pattern and song writing. 
Follow any course you like. To master the basic procedures of the 
R-8MK II, study all three courses. 

The following courses, however, do not include all the functions of 
the R-8MK II. To make the best use of the R-8MK li , read the 

entire owner's manual. 

The indexes (to functions and terminology) at the back of 
this owner's manual are useful for finding instructions for 
the R-8MK Ms functions. 



[Course 1 ] 



Making a song using only the Preset or preprogrammed rhythm 
patterns. 



32 Preset Patterns 



I 



Copy Preset Patterns 



Preset Patterns cannot be used 
unless they are first copied. 
Copy the Preset Patterns you 

wish to use to the User 
Patterns, (see page 108) 



* 



200 User-programmed patterns 



\ 



'Write a song 



Arrange the rhythm patterns to 
make a song as explained on 
page 1 1 3 "Song Write" 



25 



[2JBEFURE WRITING RHYTHM DATA 



[Course 2] 



Making a song using the Preset Patterns and your original rhythm 
patterns. 



32 Preset Patterns 



I 



'Copy Preset Patterns 



Preset Patterns cannot be used 
unless they are first copied. 
Copy the Preset Patterns you 
wish to use to the User 
Patterns, (see page 108) 



\ 



IMake your own rhythm patterns 



Make original rhythm patterns 
by modifying the existing 
rhythm patterns or by rewriting 
them as explained in "Pattern 
Writing (Basic)." (see page 54) 



/ 



200 User-programmed patterns 



+ 



Write a song 



Arrange the rhythm patterns to 
make a song as explained on 
page 113 "Song Write" 
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[Course 3] 

Procedure 
™'™**^ Editing procedure 



Making a song using the Human Feel functions or Edit Functions. 



'Set Performance parameters 



Edit Sequence Parameters 



Modify the sounds in a 


hythm 


pattern to 


your taste as 




explained 


n "Editing the 




Sequence 


Parameters." 




(see page 


96) 





Edit the Timing 



32 Preset Patterns 



To write "tone change" data 
into a rhythm pattern, set the 
Performance parameters 
(see page 73) beforehand. 



I 



Copy Preset Patterns 



►Mai<e your own rhythm patterns 



Preset Patterns cannot be used 
unless they are first copied. 
Copy the Preset Patterns you 
wish to use to the User Patterns, 
(see page 108) 



Make original rhythm patterns by 
modifying the existing rhythm 
patterns or by rewriting them as 
explained in "Pattern Writing 
(Basic)." (see page 54) 



\ / 



200 UseriDrogrammed patterns 




Carefuly modify the timing of the 
sounds in a rhythm pattern. 
Editing the Timing, (see page 
100) 




►Setting the Fee! Patch 



t 

'Write a song 



Add regular or random changes 
to the sound to make the 
performance more realistic. 
Feel Patch (see page 85) 



Arrange the rhythm patterns to 
make a song as explained on 
page 113 "Song Write." 
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2. The R-8MKll's Nine Modes 



The R-8MKII has the following modes; six Main modes and three 
Edit modes. 







Song Mode 
















Pattern Mode 
















MIDI Mode 












Instrument Assign Mode 










Card Mode 










Utility Mode 












r 








Sound Edit Mode 












Performance Edit Mode 
















Feel Edit Mode 












Main Mode 



Edit Mode 



When the R-8MK II is on, it is set to one of the six Main modes. 
The Edit modes are temporary, so they can be reached from a Main 
mode at any time. 
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Main Mode •Song Mode 

This mode is for pJaying, writing and editing Songs. 

•Pattern Mode 

This mode is for playing, writing and editing rhythm patterns. 

•MIDI Mode 

Select this mode to set MIDI parameters when using an external MIDI sound 
module or using the R-8MK M as a MID! sound module. 

•Instrument Assign Mode 

This mode is used for assigning an instrument to each key pad or 
specifying Instruments to be Indicated In the Graphic display. 

•Card Mode 

This mode allows you to save data in the internal memory onto a memory 
card (RAM) or load data from an optional sound ROM card. 

•Utility Mode 

This mode allows you to check the remaining memory capacity or erase ail 
song or rhythm pattern data. 

Edit Mode •Sound Edit Mode 

This mode is for setting how each Instrument is to be played, by editing 
the Pitch, Nuance, Sense Curve, Assign Type, Decay and Output Assign 
parameters. 

•Performance Edit Mode 

This mode allows you to set how the instrument sounds for each key pad, 
by editing the Pitch, Decay, Nuance and Pan parameters. 

•Feel Edit Mode 

This mode is for setting a Feel Patch. 
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3. Basic Procedures 



1) Mode Selection 



Proceed with the R-8MK il's basic operations in the following order. 
It is very important to understand this before actually moving into 
each operation section. 









Mode Selection 




1 ' 


Function Selection 




1' 


Parameter Selection 




i 


Parameter Setting 









Select the appropriate Mode. 



MODE 



Selected Main Mode is displayed 



SONG 


PATTERN 


MIDI 












INST ASSIGN 


CARD 


UTILITY 












SOUND 


-—. EDIT 

PERFORM 


FEEL 










■^ 









MODE 


SONG 


i TEMPO 


EDfT 


SOUND 


128 


INST UTJL 




Card 




PAD BANK 


A 


ASSIGN 





Selected 


Edit Mode is 


displayed 






MODE 


.Song ' '. __ 


TEMPO 


EDIT ' 


SOUND 


^120 


INST UTIL 














PAD BANK 


A 


ASSIGN 





When the Song Mode is selected 


MODE 


SONG 


EDIT 





When the Edit Mode is selected in Song Mode 



MODE 


SONG 


EDIT 


SOUND 



►Use the appropriate MODE button ( SONG [, PATTERN 



MIDI 



UTILITY 



CARDj or I INST ASSIGN ). to select a Main Mode (without a rhyth 



m 



playing). 

>Use the appropriate Edit button ( | SOUND j . j PERFORM 1 or |FEEL| ), to select 
an Edit Mode. To return to the Main Mode, press the same EDIT button or 
any MODE button. 



2) Function Selection Select the function you want. 



•The Menu Display appears upon selecting a mode. 

Menu Display of the Song Mode 



PLfiV 



ibJRITE 
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*When a Menu Displav does not appear, press | EXIT | . If a Main Mode is selected, 
pressing the same button will also select a Menu Display. 

I II II J 

I II 11 1 

EX!T *. SPACE ENTER 

II ji 1 

M I 



►A Menu Display shows the function names which are available in the current 
Mode. 

Some Modes may have more than one page of menu display. If so, "-*" 
is shown in the right lower corner of the display, and you can shift the 



menu displays using j PAGE 



PThJ BANK MULT! SCOPE 
I 11 J J 

I II il 



CU RSOR „_„ 

-4 PAGE P- 



PRTCH 
PITCH 



NUflHCE 
CLEnR 



UELO 
DECfl 



SCOP 



m-- 



j^ 



Displayed when another Menu 
page follows. 



,Displayed on the last Menu 
page. 



►Using the Numeric Keys, select the number shown at the left of the function 
name to change to the function setting display. 



7 STU 


a VWX 


9 YZ/ 








4 JKL 5 MNO 6 PQR 








1 ABC 2 DEF 3 GHI 









EXIT *. SPACE ENTER 
I J 

II II 



■o 



*You can select functions on other pages of the menu (those not currently shown). 



•To select another function that belongs to the same Mode, press | EXIT 
return to a Menu display. 



to 
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►The Song Mode and Pattern Mode contain functions (Shift Functions) which 
are not shown in the Menu Display. Shift functions are written under each 
key pad. To use a Shift function, with the unit stopped, tap the relevant key 



pad while holding SHIFT down. 



CRASH 1 



SONG CHAIN 
INST CHANGE ■*- 



Shift Function of the Song Mode 
Shift Function of the Pattern Mode 



3) Parameter Selection Select the parameter you want from the function in use 



•PAD BANK Buttons 



PAGE Button 



PTN BANK Bunon 




t=3C=lC=3 

I 1 czzj r:: : ': ,: ::: ! 

I ,1 ,1 J 



c=iiz==ic=: 



T' 



nnnnn 
nnnnn 
nnnnn 
nnnnn 



SELECT Button 



CURSOR (.A ►) Buttons 



Key Pads 



PAGE 



(Cursor Buttons) 



SELECT 



Some Functions have more than one page of displays. When a function has 
more than one page, "-*" is shown in the lower right corner of the display, 
and you can shift pages using | PAGE| . 

When more than one parameter is shown in the display, you can move the 
cursor (underline) to the value of the relevant parameter using pJI or [►H. 



When "$" is shown to the left of a parameter, pressing | SELECT | will change 
parameters. 



PAD 8ANK[^J|>J/' Use these for selecting an Instrument or writing rhythm patterns. 
Key Pad 



PTN BANK 



Use this for selecting Pattern Bank A or B. 
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4) Parameter Setting The value of a parameter can be edited as shown below. 



VALUE Slider 



Numeric Keys 



? 



C=ZJC=1C=1 
t -1 1 r I 1 



I II 1; 1 

c=rcz=icz=3 



(=::j CZZ3 czzzi 

' 1 1 ' r""" I 

rrra czri rrzTi 

r-"--i ! i ij r-^ 




= nnnnn 
innnnn 
'nnnnn 
nnnnn 



-1^0FR X i+ 1/ONI 



1/OFF +1/'0N Use these buttons to make precise changes in value. 



'VALUE Slider 
I Numeric Keys 



-I- 1/ON increases values, while - 1/OFF decreases them. 



While holding \+J/OH\ ( [- I/OFF j ) down, press j - 1 /OFF | ( j + l/ONj ) 
to quicken the value changes. 

Use this to change values drastically. 

Use these to enter numbers and letters ; or to set beat or Quantize values. 
To enter a one or two digit number, enter a "0" first. 



<Ex.> 

To change from 123 to IS, enter 015 Instead of just 15. 

To change 13 to 3, enter 03 instead of Just 3. 

To set a beat or Quantize value, the following values can be entered using 
Numeric Keys 1 to 9 . 



7 STU 


a vwx 


9 YZ/ 


1/32 


1/48 


HIGH (1/3B) 


d JKL 5 MNO 6 PQB 


1/12 


1/16 


1/24 


1 ABC 2 DEF= 3 GHI 


1/4 


1/6 


1/8 



* Parameters whose values are enclosed with * marks (Ex. * POLY * ) cannot be 
entered with the Numeric Keys. 
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indications shown in the display have the following meanings : 



Mode 


Display 


Description 


Function Selecting 
Parameter Selecting 


Lower right corner or 
upper right corner 




The display chanqes with 1 PAGE i . 
-* shift to the next display. 
*- shift to the first display. 


Parameter Selecting 


'$■ Parameter Name 




Pressing ! SELECT" ! changes the parameters. 


Parameter Setting 


:■!■: Value ■^■ 


The value cannot be entered with the Numeric keys. 


■■¥■ :-f: ■■¥ 


The value is not set or cannot be set 


Instrument Selecting 


I-'.. Instrument Name !-' 


This mode allows you to select an Instrument : 

Specify the Instrument with a Key Pad. 

Another way to select an instrument is by pressing 


1 - 1 /OFF 1 and 1 + 1 /ON 1 while holding 1 SHIFT I down. 
(This allows you to select an Instrument that has not 
been assigned to any Key Pad.) 


Rhythm Pattern Display 


PTHOO-OO 


Pattern Number and the number of bars. 


PTNOO---00 


Pattern Number and the current bar. 


PTNOO-OO 


Pattern Number and the bar number that can be written 
(in Step writing). 


PTNOO~OOJ 


Data is written into the Pattern Number currently shown. 


PTNOO-OO:^-: 


No data exists in the Pattern Number currently shown. 


Song Writing 




No data is written in the selected Part. 

Or the data currently shown in the display is not yet 

written into the Part. 
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INSTRUMENT SETTINGS 



[T] Instrument Assignment 

[2] Setting Sound Parameters' 



P.36 
P.43 
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[T] INSTRUMENT ASSIGNMENT 



This section explains about instrument Assignment to each key pad, 
how to use a ROM card and how to set the Instrument to be 
shown In the Graphic Display. 



1 . Assigning Instruments 



To each key pad you can assign one of the 200 interna! 
Instruments, 26 Instruments from a Sound ROM card or 26 Copy 
Instruments (see page 50). 



R-8MKli's 
Internal Memory 

Instrument 

























> 
























^ 































































































Copy Instrument 



Sound ROM Card 








^ 


















Bank E 



Bank D 



Bank C 



Bank B 



Bank A 



*When you are using Instruments from a Sound ROM card, read the next chapter 
"How to use a Sound ROM card," then follow the procedure. 

* Even after you have edited the original Instrument assignment (preset at the 
factory) , it can be restored at any time with the Instrument Assign Initialize 
procedure (see page 144). 



Step 1 Press INST ASSIGN to select the Instrument Assign Mode. 



^ 



MODE 



SONG 


PATTERN 


MIDI 









INST ASSIGN CARD 



UTILITY 



INST 
I N I T 



aDISPLflV 



*if the Menu Display is not shown, press EXIT 
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Step 2 Press Numeric Key 1 to select "INST." 



INST HSSIi3H 

< fl ~ 1 :> = -i-MB i " C: R S H -_ C 9 ■■^■■ 



T 

Pad Bank 
(A-E) 



T 



Instrument Name 



Instrument Group/Number 
Key Pad Number goi -001 : Instrument in the internal memory 
CI - 16) H01 -H26 : Copy Instrument 

HOI -1326 : Instruments on a Sound ROM Card 



* If you select "iNST" when Temporary Assign is ON, it will automatically be turned 

OFF. 
*lf the key pads are set to IVluIti Assign {see page 77), the display will respond 

as shown below. Select the Instrument Assign mode by pressing I MULTi i , 



INST fiSSIiBN 

<MLT> ==^=a29s HGOGui ■■¥ 



Step 3 Select a Pad Bank with <£ » . 



Step 4 Tap the key pad for which you wish to change the assignment. 

Step 5 Specify the Instrument Group with the VALUE slider and specify the Instrument 



Number with - 1/OFF and + 1/ON . 



* You can assign the same Instrument to more than one key pad. 

*lf you have assigned an Instrument from a ROM card without inserting the relevant 
card, " * [|] 01 ; CARD01 * " is displayed. 

Step 6 To continue and edit the other Banks, repeat steps 3 to 5. 



Step 7 Press | EXIT [ to return to the Menu Display. 
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How to use a Rest Instrument BfOT contains no sound data (rest). Using the Rest, you 

can create a "choking gate," or mute effect. 

Procedure Set the Assign Type (see page 46) of the Rest and the Instrument to the 
same EXC number . Then play the Rest C assigned key ) right after the 
instrument. In this way, the instrument is muted or cut off. 

<Ex.> Choking effect: hitting a crash cymbal then grabbing it with your hand. 

Gate Snare : Cutting the snare's reverberation with a gate. 

*The muting effect (using the Rest) can be written into a rhythm pattern. It will 
then be executed at the right point. 



Level 



Crash Cymbal CEXC8) 

/ Rest (EXC8) 




Time 



Brush Roll 
Performance 



To use a Brush Roil sound (on an optional Sound ROM card) : 

♦Set the Assign Type (see page 46) of the Brush Roll sound to any of the 
EXC numbers. 

By entering Brush Roll sounds continuously, the sustained sound of the 
Brush Roll is muted, and affects Brush Roll performance. 



Brush Roll (EXC8) 



Rest (EXC8) 




Level 



Time 

*By setting the Assign Type of the Brush Roll and the Rest (Instrument HJOl) 
to the same EXC number, then entering a Rest directly after the last sound, the 
last Brush sound will also be muted. 

•The Brush Roll sound is a slow rising sound, and therefore can be played 
rhythmically by shifting the overall timing forward with "Macro Timing 
Shift" (see page 100), or "Micro Timing Shift" (see page 101). 
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2. How to use a Sound ROM Card 

Using an optional Sound ROM card, you can increase the number 
of Instruments available. 

Playing the Optional Sound ROM cards contain some demonstration songs. To 

Demonstration Songs on P'ay these songs, following this procedure : 

a Sound ROM card 

* Loading demonstration songs into the R-SMKll's internal memory will erase any 

current song and rhythm pattern data. 



Step 1 Insert the ROM card into the ROM Card Slot securely (it should click Into 

place). 



MEMORY CARD2 CRAM) MEMORY CARD1 (ROM) 



Step 2 



Press |CARD| to select the Card 


Mode. 


iLOfiD RfiM SSfiUE 
ElFORMfiT SLOfiD 


RfiM 
RON 



Step 3 Press Numeric Key 4 to select "LOAD ROM. 



LOfiD RUN ChRD 
aSOUND SSOIJHDi?:DENO 



Step 4 Press Numeric Key 2 to select "SOUND 8t DEMO." 



LOfiD RON SOUNDS:DENO 
-^■^ H r- e y o u s L-i r 8 '"' 



=}= Press EXIT if you want to leave the mode. 



Step 5 Press ENTER 



The message "Loading" appears showing that the demonstration songs are 
now being loaded. 



Step 6 Select Song Number in the Song mode, then press [ START/'STOP j to start 

playback. 
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Before using a ROM 
card 



Before using data on a ROM card, you must load the settings (Sound 
Parameters) from the card into the R-8MKII. If you fall to do so, the 
Instruments on the ROM card cannot be used. 

If you have loaded settings of a ROM card but wish to use a ROM card of 
a different Card Number, you must load the settings of that new ROM 
card. !f you fail to do so, the Instruments on the new ROM card cannot be 
used. This is because Sound Parameters of each Instrument are handled 
differently depending on the ROM card and therefore cannot be played 
properly simply by changing ROM cards. 



< When using a new ROM card for the first time > 

Turn the R-8MK1I off. Insert the ROM card into the ROM Card Slot 
and then turn the R-8MJ<: II on. Doing so will automatically load 
the new card. 

When loading is completed, "Card Number 1" is displayed. 



MODE 


PATTERN 


TEMPO 


EDIT 


— . 


128 


t^5T UT!L 




CARD 


P ■ 


PAD Hank 


A 


ASSIGN 





MODE 


PATTERN 


TEMPO 


EDIT 





128 


tNST UTIL 




CARD 


1 


PAD BANK 


A 


ASSIGN 





*lf Card Number 1 is not shown (when the specified ROM card is not connected 
or a different ROM card is connected) in the screen, the Instruments on the ROM 
card cannot be used. 

* The settings of a ROM card are retained even after the unit is switched off. 



< When using a different ROM card > 

To use a different ROM card, load the settings on the ROM card as shown 
below ; 

Step 1 Insert the ROM card into the ROM Card Slot securely (It should ciick into 

place). 



Step 2 



Press CARD to select the Card Mode. 



OLOflD RAM §SRUE ROM 
EIFORMflT SLOnD ROM 



Step 3 Press Numeric Key 4 to select "LOAD ROM." 



LOfiD ROM CfiRD 
iSOUHD aSOUHD&DEMO 
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Step 4 



Press Numeric Key 1 to select "SOUND." 

Name of the ROM card previously loaded 



LUHDED 

LOAD 



Oh: 



Name of the inserted ROM card 

^ If the card is not inserted correctly, the display responds with "Card not ready." 
If this happens, remove the card, reinsert it properly, then repeat the procedure. 

^ If the inserted ROM card is not the specified one, the display responds with 
"Improper card." If this happens, remove the card, insert the proper card, then 
repeat the procedure. 



* Press lEXITj if you want to leave the mode. 



Step 5 Press ENTER 



"Completed" appears in the display showing that the loading is finished. When 
the loading is complete, the display reads "Card Number 1." 



MODE 


CARD 


TEMPO 


EDIT 





128 


[NST UTIL 




CARD 


1' ■ 


PAD SAMK 


A 


ASSIGN 





41 



IINSTRUMENT ASSIGNMENT 



3. Display Assign 



According to the mode currently selected, the Graphic Display shows 
the rhythm pattern, level and pan setting of the Instruments you 
specified. 



J J J J 

STEP 1 2 3 J 5 6 7 a 9 10 n IS !3 14 15 1£ 



iMST 1 


• 




• 




• 




• 




• 




• 




• 




• 




INST Z 






























• 




INST 3 










• 
















• 








INST 4 


• 
















• 

















LEVEL 1 2 3 4 5 S 7 a 9 ID M 12 13 14 15 



Rhythm Pattern 



INST 1 


• 


• 


• 


• 


• 


• 


• 


• 


• 
















INST 2 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 




INST 3 


• 


• 


• 


• 


• 
























INST 4 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 


• 





Level 

(indicated in Level Setting mode) 



INST 1 
















• 


• 
















INST 2 




• 


• 




























INST 3 












• 


• 




















INST 4 
























• 


• 









Pan 

C indicated while Output Assign (Sound 
parameter) or Pan (Performance 
parameter) is being edited) 



The instruments shown at INST 2 to 4 can be changed as follows. 



*!NST 1 displays the last instrument specified in Step Writing. 



Step 1 Press INST ASSIGN to select the Instrument Assign mode. 



Step 2 Press Numeric Key 2 to select "DISPLAY." 



DISPLfiV HSSIGN 
$IHST2=<IBIC:LSD_H2> 



^ 

I Instrument 

Graphic Display Number (INST2 - 4) 



Step 3 Specify INST 2 to 4 shown in the graphic display with | SELECT | . 
Step 4 Press the key pad that corresponds to the instrument to be shown. 



Step 5 Press | EXIT [ to return to the Menu Display. 
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m SETTING SOUND PARAMETERS 



Each Instrument can be edited to suit your taste. Up to 26 edited 
versions of Instrument data can be saved as Copy instruments. 

The following parameters can be used for Instrument editing. 



OJspiay 


Parameter 


PITCH 


Pitch 


DECAY 


Decay 


NUANCE 


Nuance 


OUTPUT 


Output Assign 


AS'SIGN 


Assign Type 


CURVE 


Sense Curve 



* Pitch, Decay, Nuance and Output Assign can be edited separately for each key pad 
using performance parameters (see page 73). 



1. Description of Sound Parameters 

a. Pitch (-4800 to 4-4800 cents) 



SiliUND ED IT (MR IDE 
$PITCH ~ 0069 



The pitch of each instrument can be set in 10 cent steps. Higher 
values increase the pitch (a semitone = TOO cents). 

*Some Instruments will not become higher or lower than a certain pitch. 
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b. Decay (000 to 127) 



SOUND EDIT<HRIDE_l:3::' 
$ DEC fiV = 059 s 058 



This parameter sets the decay time of the Instrument. Higher values 
make the decay time longer. 



Level 




Decay 



Time 



An Instrument which can accept Nuance settings (see next page) allows you 
to set two different decay times. Two values are shown in the display. You 
can set each of them by moving the cursor with 3] and | ► | . 

•An Instrument marked with "*" on page 188, such as kick drum, 
snare drum and tom, allow you to set the decay time individually 
for the attack sound (higher frequencies; the value shown left) and 
the shell resonance (lower frequencies : the value shown right). 
Therefore, the snare on a snare drum or muting of a tom-tom can 
be controlled. 



Level 




Higher Frequencies 



Frequency 
mi -hat or Ride Cymbals with the "**" mark (on page 188) allow 
you to set the decay times individually for the sound created by 
hitting the inner part of the cymbal (the value at the right) and 
the outer part of the cymbal (the value at the left). 



Striking the bell 




Striking outer edge 




*The decay time of some Instruments cannot be set longer (or shorter) than a 

certain value. 
* Decay time does not change for reversed type instruments. 
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c. Nuance (0 to 15) 



SOUND EDITc:i[iRIDE™C3> 

$NLIfiN!::E= 08 



The nuance of an Instrument marked with "*" or "**" (in the 
table shown on page 188) can be changed using the Nuance 
parameter. 

•For an Instrument with the "*" mark, lower frequency sounds will 
be increased by raising the value. 

•For a Hi -hat or Ride Cymbal with the "**" mark, higher values 
represent sounds created by striking closeF to the center of the 
cymbal. 

* Instruments for which Nuance cannot be set will be marked with " ". 

d. Output Assign 

(LEFT 1 to 3, CENTER. RIGHT 1 to 3, MULTl 1 to 8) 



SOUND EDIT'::SDRV„K1 > 
$niJTPUT = :+:r:EHTER-4: 



This parameter selects the output jack (Stereo out/MuIti out 1 — 
8) for each instrument. When stereo outputs are being used, one 
of the 7 panning levels can be selected. 



o 



CENTER 

LEFT1 RIGHT1 




RIGHT2 
^ RIGHTS 



o 



O 




When Stereo Output Is selected, the set pan level is shown in the graphic 
display. 



IN5T 1 




























•• 




INST 2 
















• 


• 
















INST 3 
















• 


• 
















INST A 








• 


• 


















! 





LEFT2 CENTER RIGHT3 

You can make INST 2 to 4 show the data of any instrument you like. To 
change the instruments, follow the Display Assign procedure (see page 42). 
INST 1 shows the last Instrument specified in Step Writing. 
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e. Assign Type (POLY/MONO/EXC 1 to 8) 



SOUND EDIT'::ilDRV__Kl ::■ 
$RSSIGN = :-^=F'CiLV=-!-^ 



When more than one Instrument (or the same Instrument is played 
repeatedly), this parameter determines how the Instrument (s) will 
sound. 

•POLY 

This is effective for playing a long decay sound (like a cymbal) repeatedly. 
This setting allows the decay of note to overlap. 



Level 




Time 



Mixed 



»MONO 

If a long decay instrument is played repeatedly, every new note will cutoff 
the previous note. 



Level 




Not mixed 



Time 



>EXC 1 to 8 

Instruments which are set to the same EXC number cannot be played at 
the same time. Set two Instruments (such as open and closed hi -hats) 
which are not normally played simultaneously to the same EXC number. 



Level 




Not mixed 



Mixed 



Time 
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f. Sense Curve (1 to 8) 



SOUND EDIKaDRV-Kl > 
$CURUE = 2 



This parameter selects one of the eight Sense Curves that determine 
tone and volume changes caused by tapping the key pads. 



Level 




Level 




Playing strength (velocity) Playing strength (velocity) 
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2. Editing Procedure 



The following explains how to set the Sound parameters for each 
Instrument. 

* Even after editing Sound parameters, you can "initialize" them (restore the original 
factory data). See page 142 "Initializing Sound Parameters." 



Step 1 Press j SOUND! to select the Sound Edit Mode. 



EDIT 



SOUND PERFORM 



FEEL 



MODE 


PATTERN 


TEMPO 


EDiT 


SOUND 


128 


INST UTIL 




CARD 




PAD BANK 


A 


ASSIGN 




iEDIT SCiliPS' 
E 1 N I T 



Menu Display 



*lf the Menu display is not shown, press [EXIT 



Step 2 Press Numeric Key 1 to select "EDIT." 

instrument 

^ I 



SOUND EDIKHDRV^Kl 

$ P I T C H = i-"l i-'^i H 

~1 



Sound Parameter 



Value 



Step 3 Tap the key pad that corresponds to the Instrument to be edited. 

Switch the Pad Banks with [<][^, if necessary. 

*lf you wish to select an instrument that has not been assigned to any Key Pad, 



select it by pressing | - l/OFFJ and | + 1/0N| while holding | SHIFT | down. 
*lf you have selected an Instrument on a ROM card without inserting the proper 
card, " [W] CARD01" is displayed. 



Step 4 Select a parameter with [SELECT 



Pressing | SELECT | calls the parameters (in sequence) as shown below. 



J'ARAM/INST. 



lyOFF SELECT C$) -(- i /-QN 



$ PITCH 
$ DECAY 
$ NUANCE 
$ OUTPUT 
$ ASSIGN 
$ CURVE 
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Step 5 Using } - 1/OFF j + 1 /ON j or the VALUE slider, change values (Monitor the 



sound by tapping the key pads). 

^ If you select an Instrument that has not been assigned to any Key Pad, no sound 
will be heard even by playing the relevant Key Pad. To hear the sound, press 



TEMP ASGN (to obtain the Temporary Assign function). When the Temporary 



Assign function is on, the Instrument currently being selected will be played by 
pressing any Key Pad. To return to the previous condition, press | TEMP ASGN | 
again. 
* Parameters other than Output Assign and Assign Type can be set with the Numeric 
Keys. 

Step 6 To continue and adit other parameters, repeat steps 4 and 5. 

Step 7 To continue and edit other instruments, repeat steps 3 to 6. 



Step 8 Press SOUND to return to the previous display. 
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3. Copy Instrument 



The R-8MK II can store 26 edited Instruments (which are called 
Copy Instruments : COPY 01 to 26) in addition to the 200 main 
instruments. Copy Instruments are created by copying existing 
Instruments. Any Copy Instrument can be edited. 



200 Instruments 



— — ' 














/ 


^ 
















y 


















/ 


















/ 










































































^ 



Copy" 



26 Copy Instrument 




Registering", a Copy Use the following procedure to register (store) a Copy Instrument. 

Instrument 



Step 1 Press SOUND to select the Sound Edit Mode. 



Step 2 Press Numeric Key 2 to select "COPY." 



SOUND COPS-' 
=i=COPV0i:i:='::iiDBLH_K4::' 



Source Instrument 
Number of Copy Instrument 



Step 3 Using | - 1/^0FF| | + 1 /ON | or the VALUE slider, specify the destination Copy 

Instrument number (COPY 01 to 26) where the copied Instrument is to be 
registered (stored). 



Step 4 Tap the key pad that corresponds to the Instrument to be copied. 



Switch the Pad Banks with [<1| » j , if necessary. 



bOUND COP'v' SMr=='-"- 

=-f^COPV0M: = '::ilDBLH_K4)-^ 



t 

specified Instrument 



*The Instruments on a sound ROM card (optional) can be registered as well. 
* To leave this mode, press j EXIT I . 
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Step 5 Press [ENTER | . 

"Compieted" appears in the display showing that the Instrument has been 
registered as a Copy Instrument. 



Step 6 Press | EXIT to return to the Menu Display. 



Naming a Copy 
Instrument 



={=When you have copied an Instrument on a Sound ROM card to a Copy Instrument 
number, keep the card connected. 



A Copy Instrument can be named using up to 7 characters. 



With the unit set to the Sound Edit Mode, follow this procedure : 



Step 1 In the Menu display, Press Numeric Key 2 to select "COPY. 



Step 2 Press [PAGE to display the function for naming Instruments. 



EDIT COR 
:■^= il: P V 8 i ■^■■ 



NRriE 
<DBLH-K4>-^ 



Name of the Copy Instrument 



Step 3 Using | - 1 /OFF | j + I/ON] or the VALUE slider, specify the Copy instrument 
number (COPY 01 to 26) to be named. 



Step 4 Move the cursor to the position you wish to change with Qj and | ► | , then 



change numfaers/latters/symbols using | - 1 /OFF 1 1 + 1 /ON j , the VALUE slider 
or the Numeric Keys. 

Pressing a Numeric Key also switches the number and letter/symbol mode 



alternately. Pressing the Numeric Key while holding j SHIFT | down will produce 
lowercase letters. 



Step 5 Press j EXIT | to return to the Menu Display. 
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RHYTHM PATTERN 
PROGRAMMING 

QjPattem Writing (Basic) P.54 

(21 Pattern Writing (Advanced) P.73 

OFeel Patch P.85 

SJRInythm Pattern Editing P.96 
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[U PATTERN WRITING (Basic) 



Up to 200 different rhythm patterns (each consisting of up to 99 
bars) can be programmed in the R-8MKil. 

*The R-BMKII's memory capacity is limited. It may not allow you to program 200 
rhythm patterns if they consist of many steps and/or bars. 
To check how many more rhythm patterns can be written into memory, use the 
Available Memory function (see page 138). 

There are two ways of writing patterns : 



Real 'time Writing 



You can write rhythm patterns by tapping the key pads in time to 
the metronome . The Quantize function can correct timing 
inconsistency in the pattern. 



Step Writing 



Rhythm patterns are programmed one step at^ time. This method 
is helpful for those who are comfortable with at Real-time writing 
or want to program rhythms that are difficult to play. 



You can use both methods for writing one rhythm pattern. For 
instance, you may write a basic rhythm pattern in Step time, then 
add some more sounds in Real-time. Or, you may make a rhythm 
pattern in Real-time then modify it using Step Writing. 
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1 . Default Settings for Pattern Writing 



Before writing rhythm patterns either in Step time or Real-time, 
follow this procedure : 



Step 1 Press | PATTERN to select the Pattern Mode. 



iPLHV 
ElREfiL 



STEP 
PRESET 



*lf the Menu display is not shown, press | EXIT | . 

Step 2 To select Real-time writing, press Numeric Key 3, and to select Step writing, 

press Numeric Key 2. 



Reai-time Write Display Pattern Number CO - 99) 

The number of bars 
Pattern Bank (A. B) 

il i 



contained in the pattern 

Pattern Name 
i 



PTHM0-81H-K 

RTN T = 84/ 4 Q=i.-a6 



Time signature 



Quantize 



Step Write Display 



Pattern Bank CA. B) 

I i i 



Pattern Number CO - 99) 

The number of bars 
contained in the pattern 

Pattern Name 
i 



PTNSa8--91*< > 

STP T = 04.-- 4 D = :+:NRM:-i-=-i^ 

^ ^ 



Time signature 



Entry Method 



Step 3 Using | - 1/0F=F j j + 1 /ON | , the VALUE slider or the Numeric Keys, select a 

pattern number (00 to 99). 



Displayed when data exists in the pattern 



PTHiia2-eiJ<SBEflT3 > 
RTM T = 04.-- 4 Q=l.--i6 -^ 



If you wish to erase the entire rhythm pattern, or a specific Instrument, go 
to step 4 and/or 5. Otherwise, move to Real-time Writing (page 57) or Step 
Writing (page 61). 
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Step 4 While holding [ SHIFT | down, tap key pad 14. 



Pattern number to be cieared 



ERASE 



SNARE 



SHIFT 



PIN CLEAR <PTN180> 
INST='::PlLL INST) 



CLEAR 



Erasing all the Instruments 



*lf no performance data is written into the selected rhythm pattern, the Measure 
/Time setting display appears. Skip step 5 and go to step 6. 

Step 5 Erase unwanted Instruments. 



►To erase all the Instruments, press | ENTER | . 

When the Measure/'Time setting display appears, you can continue (step 

6). 
►To erase specific Instruments, tap the key pads that correspond to the 



Instruments, then press | ENTER [ (The names of the specified Instruments are 

shown). 

When the Pattern Write display appears, you can move to Step writing (page 

61) or Real-tinne writing (next page). 



*To leave the mode, press [ EXIT I . 



Step 6 Using j - 1/0FF| | + 1/0N| , the VALUE slider or the Numeric Keys, set the 

number of bars (00 to 99) to be used in the pattern. 



PTN PORMhT <PTHKi0> 
T= 04.-- 4 BRR= 81 



Time Signature 



Bar Number 



Step 7 Set the Time Signature of the rhythm pattern. 

Move the cursor to the time signature with 3] ^f^^ [►], then specify the 



timing using | - 1/0FFi| -UXON | , the VALUE slider or the Numeric Keys. 
(Variable Range : 1 - 8/4, 1 - 1 2/6, 1 - 1 6/8, 1 - 24/1 2, 1 - 32/1 6, 1-48 
/24, 1 - 64/32) 



Step 8 Press j ENTER | to return to the display of step 2. 

Proceed to Step writing (page 61) or Real-time writing (next page). 

*lf you switch off the unit while creating a pattern, the data you have written 
may be erased. 
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2. Real-time Writing 



Follow this procedure after the 
Writing" procedure (page 59). 



"Default Settings for Pattern 



Quantize 



*ln the Real-time writing mode, you can use the metronome (preset at the 
factory), to play in quarter notes while you play. To change the metronome 
settings, see page 59. 

The Quantize function can correct the timing of your rhythm 
performance according to the set resolution. If you wish to write 
data with no quantization set resolution to HIGH. 



Tap 



Tap 

4. 



<~ 



Tap 

i 



Timing of key pad tapping 



<~ 



Corrected to the exact timing 



>■ 



To change the Quantize setting, perform the following procedure with the unit 
set to the Real-time writing mode. 

*The Quantize values can also be changed during Real-time writing. In this case, the 
edited quantize value is tn effect from the next bar. 

Step 1 Move the cursor to the Quantize value with j A j and | ► | . 



RTN T=04/ 4 



Quantize value 



Step 2 Specify the Quantize value using [- 1/0FF|| + 1/0N| , the VALUE slider or 
Numeric Keys 1 to 9. 

(The variable range: 1/4, 1/6. 1/8, 1/12. 1/16. 1/24, 1/32, 1/48. HIGH 
= 1/96 notes) 
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Real-time Writing 



Now, let's enter instruments in Real-time. 



Step 1 Press | START/STOP to start playing the rhythm pattern. 



n fsfAnTTsfW 



Bar currently being entered ypj^ jg ready to record in Real-time 



PTHS6e-"91:i:<->-tREC ! ! > 
RIM T==e4.-- 4 Q=i.--16 -^ 



*ThB metronome plays according to the setting of the metronome (next page). 

When you are going to start input from a measure partway through a rhythm 
pattern having several measures, Step 1 should be carried out as follows : 



® Using j M j and | ► j , move the cursor to the measure number position, and 



specify the measure using - 1/OFF + I/ON 



©While holding | SHIFT [ , press | START/SfoFI to start play. 



Step 2 Press | TEMPO | , then set the tempo using j - 1 /OFF I / [+ 1 /ON | . the VALUE 

slider or the Numeric Keys. 



* During tempo setting, you can play a rhythm by tapping the key pads, but the 
rhythm pattern is not written into memory. This allows you to practice playing. 



Step 3 
Step 4 



Pf^^^ I TEMPO I to return to the Real-time Writing display. 



Tap the key pads in time with the metronome to enter the Instrument sounds 
(the sounds will be played repeatedly). 
If necessary, change Pad Banks with 



<£ 



3> 



Indicated when a sound is entered 
i 



PTHra8e-'-0U<^^REC ! ! > 
RTM T==94.-- 4 Q = l--16 h^ 



Step 5 Press | START/STOP | to stop playing. 



Step 6 Press [EXIT to return to the Menu Display. 
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Erasing sounds 



You can erase some of the sounds you have just entered. While 
in the Real-time writing mode and with the pattern playing : Press 



and hold [ SHiFT | while you hold the key pad of the sound you want 
to erase. Hold the key pad until your mistake has been erased. 



□ 
□ 
□ 



□ □□□ 

□ □□□ 

□ □□□ 

□ □□□ 



Graphic Display 



The wntten rhythm pattern is shown in a graphic display. (Even finer 
timing values are shown with 16th notes or triplets.) 

J J J J 

STEP I J 3 4 5 6 7 a 9 10 n 12 13 14 15 16 



iNST 1 


• 




• 




• 




• 




• 




• 




• 








INST 2 










• 
















• 




• 




!NST 3 






























• 




INST 4 


• 








• 








• 








• 









INST 1 shows the last Instrument written with Step Writing. 

INST 2 to 4 can freely be assigned the Instrument to be shown. 

To assign the Instruments, follow the Display Assign procedure (page 42). 



Metronome Settings The following parameters are integral to metronome settings. 

^Interval 

This parameter selects the timing of the metronome. 
(1/4. 1/6. 1/8. 1/12, 1/16, 1/24, 1/32) 

#Mode 

This parameter selects one of the following modes. 

EVERY REC :Metronome is always on (in Real-time writing). 

EMPTY REC :Metronome plays when no data is written into the rhythm 

pattern and does not play when any sound is written. 
OFF :Metronome is off. 

9Levet 

This parameter sets the volume of the metronome (0- 15). At zero, the 
metronome does not sound. 

•Output 

This parameter lets you select the output jack where the metronome Is 
output (the Stereo outputs or one of the Multi outputs (1 ~8). When the 
Stereo output jacks are selected, one of the 7 pan settings (LEFT 1 - 3, 
CENTER, RIGHT 1 - 3) can be set. 
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To change the Metronome settings, stop the pattern from playing and select 
the Pattern mode : 



Step 1 While holding | SHIFT | down, tap key pad 5. 



EflASE 



TOM 1 



SHIFT 



riETROHOME SET 
flNTUL = I.-- 4 



TIME CALCULATE 
METRONOME SET 



Step 2 Press SELECT I to select the parameter to be edited. 



JARAM/INST. 



\yOff SELECT C$) -fl/ON 



$ INTVL (Interval) 
$ MODE (Mode) 
$ LEVEL (Level) 
$ OUTPUT (Output) 



Step 3 Edit the value of the parameter with j - i /OFF | / 1 + l/ONj , or the VALUE 

slider. 
The Interval and Level can also be set with the Numeric Keys. 



Step 4 Repeat steps 2 and 3 to continue and edit the other parameters. 



Step 5 Press [ ENTER to return to the previous display. 
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3. Step Writing 



The Step Writing mode allows you to write a pattern one step at 
a time. 



a. Step Writing modes 



Step Writing consists of the three displays (modes) shown below. 
Select the display you need. 



Mode 


Selection 








Basic 


Mode 




PAGE 


i 






! 












Normal 


Edit 


Mode 



PAGE 




Scope Edit Mode 



Functions of the Modes 






: yes. X : no 


^~~"~~--->.._.N/lode Display 
Function -•— >,___^ 


Basic Mode 


Edit 


Mode 


Normal Edit Mode 


Scope Edit Mode 


Rhythm Pattern selection 


O 


X 


X 


Entry Method selection 


O 


X 


X 


Step Write 
In Step unit 
In Scope Step unit 


o 

X 


o 

X 


o 
o 


Sequence Parameter Editing 
In Step unit 
In Scope Step unit 


X 

X 


o ■ 

X 


o 
o 
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Basic Mode 



To select the Basic Mode for Step Writing, select "STEP" in the 
Menu Display. 



Pattern Number 



Pattern Bank 



!■: i 



The number of bars contained in the pattern 



PTH®ie--0M:< > 

SIP T==04.-- 4 D = =^=NRri*-^ 



T 



Pattern Name 



Entry Method 



DSelecting a rhythm 
pattern 



This selects the rhythm pattern where you want to write data. 



2) Changing bars for 
writing steps 



in Step writing, the steps are specified using the 16 key pads. 
When the total number of steps is more than 16 (that is, the 
rhythm pattern is made of more than one bar), you need to change 
the number of bars for making a rhythm pattern. 



3)Setting the length of Depending on the rhythm pattern to be programmed, you can select 
a step and the either of the two step entry modes. 

graphic display 

*ThB step entry modes cannot be changed while you are programming patterns. 

•Normal Entry (NRM) 

This mode may be selected for making 8 or 16 beat rhythm patterns. In 
the normal entry mode, one step is one 16th note (Quantize Q=l/16 in 
the Real-time writing mode). 

J J J J 

STEP 1 2 3 4 5 S 7 a 9 10 ]t IZ 13 14 15 16 



(Triplet Entry (TRI) 

This mode may be selected for making triplet type rhythm patterns. In the 
Triplet entry mode, one step is a triplet (Quantize 0=1/12 in the Real-time 
writing mode). 

fT'^ tT'^ k^'" <:'^ 

J> J> J> J) 

STEP 1 2 3 456 789101112 
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4) Basic Step Writing 



The steps are entered using the 16 key pads. Each key pad 
corresponds to one of the 16 steps in a one bar pattern. 



*ln the Basic Mode, when the total number of steps in a bar exceeds 16 (Ex. S/ 
4 time), the extra steps cannot be written. You should then use the Normal Editing 
or Scope Editing mode. 



Norma! Editing Mode To select the Normal Editing mode, press | PAGE | in the Basi 



asic mode. 



Bar currentry selected 

L_ 



Instrument 
i 



PTHSlQ-01^^'::aDRV„Kl 



Value 
Sequence Parameter 

Sound Data in the step 



t 



Step Number 



1) Step Write 



Just like in the Basic mode, the steps are entered using the 16 key 
pads ; each key pad corresponding to one of the 16 steps. 



2) Editing Sequence 
Parameters 



For each step you have written, sequence parameters (see page 96) 
can be set. The Normal Editing mode allows editing of the sequence 
parameters in single step units. 
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Scope Editing Mode To select the Scope Editing mode, press | SCOPE I in the Norma! 

Editing mode. 



Scope Step Number 
Step Number 
I 



Instrument 



SIP 91 
C # — # — 



J(fflRIMSHTl> 
'$ '-..' L = 6 9 S -^ 



Rhythm Pattern in the step [ Value 

Sequence Parameter 



The Scope Editing mode has the following functions. 



DStep Writing in each 
Scope Step 



In the Scope Editing mode, you can use a fine timing (1/96 note 
= Quantize, Q — HIGH in the Real-time whting mode) for specifying 
steps (Scope steps). 

Specify the step which you wish to write using a Scope step, then 
set the Scope step. The number of scope steps which can be 
specified vary depending on the setting of the entry mode (6 in 
Norma! Entry, and 8 in Triplet Entry). 



Normal Entry 



n 



Triplet Entry 

n 



2) Editing Sequence 
Parameters in Scope 
Step units 



For each step you have written, sequence parameters (that affect 
the Tone of Instruments) can be set. The Scope Editing mode 
allows you to edit the sequence parameters in single Scope step 
units. 
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b. Basic Step Writing 

The following explains Step Writing in the Basic mode. 



Step 1 To write a rhythm pattern made of more than one bar, specify the number 

of bars to be written. Move the cursor to the bar number with [^ and [►], 



than using | - l/OFF [ [ + 1/ON ) , the Numeric Keys or the VALUE slider, set 
the bar number. 

Bar Number to be written 
i 



PTNS16-01:f=< > 

SIP T^64.-- 4 D:=:-t-:NRM=i=-» 

Entry Method 



Step 2 Select the length of a step. Move the cursor to the value of "D" with | M \ 
aticl [►], then using | - I/OFFII + 1/"0n1 or the VALUE slider, select Normal 
Entry (16th note) or Triplet Entry (triplet). 



Step 3 Tap the key pad which corresponds to the Instrument to be entered (without 
the rhythm playing). 
If necessary, change Pad Banks with | <£ |i 3* j. 



Step 4 Press START/STOP to start playing the rhythm. 



n l StARf/StQP 



The bar number currentry being written 
i 



PTHSi 8-81 =■!•=< -i--^REC: ! i 
STP T = 04.-- 4 D = :-i-=HRri:-i-= 



=f= While the rhythm is playing, key pads 1 to 16 behave as step number setting keys. 
That is, key pad 1 corresponds to step 1, key pad 2 corresponds to step 2 and 



Step 5 Set the steps with key pads 1 to 16. (The entered sound will be played 
repeatedly.) 
The velocity (dynamic) Is also entered at the same time. 

=4= To cancel a step you have written, simply tap the same key pad again. 
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A step which contains a sound is indicated with a "0." 

INST 2 to 4 show the steps of the Instruments assigned in Display Assign 

(see page 42). 

J J J J 

STEP 1 2 3 4 5 5 r a 9 10 n 12 !3 14 15 15 



1^ST ! 


• 
















• 












• 




INST 2 


































INST 3 


































INST 4 



































Step 6 To enter other Instruments, stop piaying, and repeat steps 3 to 5. 

Step 7 To write a rhythm pattern made of more than one bar, repeat steps 1 to 6 

as many times as necessary. 



Step 8 Stop playing, then press EXIT to return to the Menu Display. 
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c. Step Writing in the Edit Mode 



This section describes how to program rhythm patterns which 
cannot be made in the Basic Mode. 

=^The Edit mode also allows you to edit Sequence parameters (see page 96). 



Normal Edit Mode 



The basic Step writing procedure in the Normal Edit mode is the 
same as in the Basic mode (see the previous section), in the Normal 
Edit mode, however, you can set ail the steps for a rhythm pattern 
which has more than 16 steps (Ex. 5/4 time) : 



Step 1 



Press 1 PAGE | in the Basic mode 


to select the Normal Edit Mode. 

Bar Instrument 


M PAGE ► 


PTNSi8-0i^i:'::HRIMSHTl> 
SIP 01 ["]$"JL= ±=+==+= -^ 


•♦' 




Step Number 



When a bar contains more than 17 steps (13 steps in the Triplet Entry), the 
"►" mari< appears to the right of step number 16. 

J J J J ,- 

STEP 1 234 567 9 910111213 14 15 laV 1 



IPJST 1 


• 




• 




• 




• 




• 




• 




• 








INST 2 










• 
















• 




• 




IMST 3 






























• 




IMST 4 


• 








• 








• 








• 









Step 2 Press \-4 j and [► | to move between the step numbers. Pressing !►• | ( \M \ ) 
while holding 1 -^ j ( | ► | ) down will quicken the change. 

When the step numbers exceed 16 (12 in Triplet Entry), the key pads and 
the step number assignments change ( the "M" mark appears to the left 
of step number 1 ). 



Key Pads and Step Numbers 



J 

STEP 1 


J J 

345STB9 10M 


J 

2 13 14 IS IE ^ 




12 3 4 
5 6 7 8 

9 10 11 12 
13 14 15 16 





J 

STEP -^1234 

[I7][18][I1][20] 

nnnn 
nnnn 
nnnn 
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* When creating a rhythm pattern consisting of more than one bar, pressing [ ► j 
will advance the step numbers and then move to the next bar. 

Step 3 Using the same procedure as in the Basic mode, set the steps with the key 
pads. 

^The number shown to the lower right in the display is the value of the sequence 
parameter (see page 96). 
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Scope Edit Mode 



In the Scope Editing mode, you can use a fine timing (1/96 note 
= Quantize, Q = HIGH in the Real-time writing) for specifyng steps 
(Scope steps). 

Select the step number where you wish to write a sound (in a fine 
timing), and specify the steps in Scope step units (1 to 6 in Normal 
Entry, and 1 to 8 in the Triplet Entry). 



Step 1 Press j SCOPE in the Norma! Edit mode to change to the Scope Edit mode. 



PTN SANK MULTI 



SCOPE 



Step Number 

i Scope Step number 

i 



STP 05-1 J'::fflRIMSHTl> 

Rhythm Pattern in the step 



Step 2 Press the key pad that corresponds to the instrument to be entered (without 

the rhythm playing). 



Step 3 Press [STARTXSTOP | to start playing the rhythm. 

^With the start of plav, the Key pads take on the function of scope step number 
assignments. 

Step 4 Set the number of steps to be entered in Scope step with | M | and | ► | . 
Pressing j ►■ j (or [ M 1 ) while holding | -^ j (or | ►• j ) will quicken the change of 
step numbers. 

*The Scope Step number shown in the display has no meaning with respect to the 
correspondence between the Key pads and Scope Step numbers. 

Step 5 Set the Scope step number with key pads 1 to 6 (1 to 8 in Triplet entry). 

The strength (velocity) of playing the key pads is entered at the same time. 



< Ex. > When Scope Step Numbers 1 and 4 are selected 



STP 85-1 J'::BaRiriSHTl> 
[#--#--3 :l^ '...i L = 8 9 ^ 



1 f 

Selected Scope Steps 



^To cancel a step you have selected, simply tap the same key pad again. 
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Step 6 To set the other step numbers, repeat steps 4 and 5. 

Step 7 To enter another Instrument, stop playing and select the next Instrument using 
the appropriate key pad. 



* Pressing | SCOPE j returns the unit to the Normal Edit mode, while pressing | PAGE 
returns to the Basic mode. 



To check the Scope step status, select the Normal Edit mode. The 
display will respond as shown below : 



Symbol 


Scope Step Number 
setting 




— 


[ ] 


No sound is entered in the step number currently 
shown in the display. 


^P 


C# 3 


An Instrument is entered in Scope Step number 1. 


«!> 


[ # — # — 3 
C #-# 3 

etc. 


Instruments are entered in Scope Step number 1 and 
other Scope Step numbers. 


F 


[F 3 


A Flam sound is entered in Scope Step number 1. 


\2 


EF — # — 3 
[F F--3 

etc. 


A Flam sound is entered in Scope Step number 1 
and sounds are entered in the other Scope Step 
numbers. 


:f: 


[ #~-3 

C — F-#-3 

etc. 


Instruments are entered in the Scope Step numbers, 
but differently from the above settings. 



*For a detailed explanation of Flam entry (see page 82). 
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d. Examples for Step Writing 



Enter the following score using the Step Writing method. 
Hi -hat _____ ■ A B c D Tom 



; < x XX — X—X — a 



mmm 






Kick 



i^ 



Snare 






The score may be modified as shown below 



STEP 1 234 5STa910l1121314I5!6 



Hihal 


• 




• 


• 


• 




• 


• 


• 


• 


• 




• 






' 


Tom 






























• 


• 


Snare 










• 
















• 








Kick 


• 






• 


• 








• 


• 






• 









Step 1 Erase all the unneeded data in the rhythm pattern and set the bar number 

to 1 and timing to 4^/4 (See page S5). 



Step 2 This rhythm pattern has 16 beats, so select Normal Entry in the Basic mode. 



Step 3 



PTNS0e-01=+:< > 

5TP T = 84--- 4 D = =^-=NRri=-^=^ 

? 

Normal Entry 



Enter the kick drum. 

in the Basic mode (with the rhythm stopped), press the key pad for the kick 

drum (key pad 13 in Pad Bank A). 



Step 4 Press STARTXSTOP to start playing. 



Step 5 Tap the key pads that correspond to the step numbers you wish enter (step 
numbers 1, 4, 5, 9, 10 and 13). 



D 

5 

n 

9 

n 

13 

n 



'0 n 12 



D 

a 

n 

12 

D 

IE 

n 



■oi 



*Be careful about accents, since the unit also records how hard you hit the pads. 
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Step 6 Enter the snare drum. 

Stop the rhythm playback. Then press the key pad for the snare drum (key 
pad 14 in Pad Bank A). 



Step 7 Press START/STOP to start playing, then tap key pads 5 and 13. 



Step 8 Enter the Hi -hat in the same way (step numbers 1, 3, 4, 5, 7, 8, 9, 10, 11 and 
13). 

Step 9 Enter the tom. 

Stop the rhythm playback. Then press the key pad for the tom (key pad 6 
in Pad Band A). 

The tom uses 32nd notes, and therefore you cannot enter, steps B or D in 
the score. Use Scope editing to enter step numbers 15 and 16. 



Step 1 Press j PAGE | , then | SCOPE j to select the Scope Edit mode. 

PTN BANK MULTi 



SCOPE 



STP 01-1 J<nRERL™Ti::' 



Step 11 Specify step number 15 using j -^ j and j ► j . 



Step number 15 



STP 15-1 J'::nREflL_Ti::' 



Step 12 Start playing the rhythm, then select the Scope step number using the relevant 
key pad. 

The Scope step is a 1/96 note, therefore A and B in the score are Scope 
step numbers 1 and 4. 



STP 15-1 J.::«REHL_Ti::' 
[«--«_-] |:I..IL= IRFl ■*• 

~f f 

Selected Scope Steps 



Step 13 Select step number 16 with j ►• j . then repeat procedure 12. 



Step 14 Stop playback, then press EXIT to return to the Menu Display. 
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m PATTERN WRITING (Advanced) 



1. Performance Parameters 



The tone of an Instrument assigned to each key pad can be 
changed by editing the Performance parameters ; Pitch, Decay, 
Nuance and Pan. 

Sound parameters and Performance parameters function as shown 
below ; 



Song Play 


Sequence Parameters 




Sequence Parameters and 
Sound Parameters 






Sound 
source 


Output 


Pattern Play 


Performance Parameters 


Performance Parameters 
and Sound Parameters 




nnncn 

□ □□□ 

□ □□□ 













Key Pads 



Movement of sound data in the Song Play/Pattern Play. 
Movement of sound data when Key pads are tapped. 



Sound Parameters 



Sound parameters determine the sound of an Instrument. 



•Sound parameters should normally be set before writing a rhythm 
pattern. 

•If you wish to change the overall sound of an Instrument after 
writing a song, you can do so by editing, the Sound parameters. 

^ Editing Sound parameters will affect the Instruments in all the rhythm patterns. 
If you wish to retain the original sound even after it is edited, save it onto a 
memory card (See page 148). 



73 



IZIH-AI ItHN WHIIING CAdvancedJ 



Performance 
Parameters 



Performance parameters set the amount of change made to the 

values of the Sound parameters for each key pad. Tapping a Key 

pad will output the combined Sound parameter value and the 
performance parameter value. 



•Vaiue of a Performance parameter is effective only on the sound 
played by the relevant key pad. It has no effect w/hen rhythm 
patterns or a song Is being played. 

#The set Performance parameters are entered into a rhythm pattern 
during Pattern Writing as Sequence parameters (sound data). 

If you have set Performance parameters before writing the rhythm 
pattern, you can change the sound of an Instrument in a specific 
rhythm pattern. 

If you change Performance parameters during rhythm pattern 
creation or change Sequence parameters after writing a rhythm 
pattern, you can change the sound of the same Instrument in the 
rhythm pattern. 

•Using the Multi Assign function (see page 77), you can assign the 
same Instrument to all 16 key pads and set the Performance 
parameters of each key pad to different values. Doing so allows 
you to play a Instrument with different Pitches, for example. 

To set the Performance parameters of key pads to different values 
(1 to 16 sequence), use the Align function (see page 78). 

*The sound of each Instrument changes within the variable range of each Sound 
parameter. !f you have set a value (add Performance parameter's value to Sound 
parameter's value) exceeding the range, there vtrill be no more change in the actual 
sound. 
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a. Functions of the Performance Parameters 

l) Pitch This parameter can be set in 10 cent steps. Higher values raise the pitch. 

(-4800 to 
~H 4800 cents) ^^^ zero, the same pitch as the Sound parameter's is obtained. 



2) Decay 

(-63 to +63) 



Higher values create longer decay time. 

If the Instrument can respond to Nuance changes, the value set here will be 
added to each decay (Sound parameter). 

=^At zero, the same decay as the Sound parameter's is obtained. 



3) Nuance The sound can be subtly altered with the Nuance function. 

(-7 to +7) 

*Not all Instruments feature the Nuance parameter. 

*At zero, the same nuance as the Sound parameter's is obtained. 



4) Pan When the Output Assign (Sound Parameter) of an Instrument is set to Stereo 

(left 1 to 3, Out (LEFT 1 to 3, CENTER, RIGHT 1 to 3), this parameter allows you to set 

CENTER RIGHT 1 to ^^^ P^" value (sound field positioning). 

3. OFF) 

*The Pan setting of the Performance parameter is given priority. When OFF, the 

same pan setting as the Sound parameter's is obtained. 

*lf the Output Assign (Sound parameter) of an Instrument is set to MULTI OUT 
(MULTI's 1 to 8), the pan setting wii! be ignored. 

4: The Pan you are currently setting can be seen at INST 1 in the graphic display. 
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b. Setting Performance Parameters 



Set the Performance parameters for each key pad. 



Step 1 Press PERFORM to select the Performance Edit mode. 



EDIT 



SOUND PERFORM FEEL 



MODE 


PATTERN 


TEMPO 


EDIT 


PgBPORUANCE 


120 


INST UTfL 




CARD 




PAD BAfJK 


A 


ASSIGN 




SEDIT iPLIQH 
iCLEflR 



Menu Display 



*lf the Menu Display is not shown, press | EXIT j . 



Step 2 Press Numeric Key 1 to select "EDIT." 



Pad Bank 



Key Pad number 



i 



PERFORM EDIT <fi-ei 
$PITl:H = 0000 



Performance Parameter Value 



Step 3 Tap the key pad whose Performance parameters you wish to edit. 

If necessary, change the Pad Banks with |'<£i(:J>"i. 



Step 4 Select the parameter to be edited with SELECT . 



_PARAM/INST. 



- 1 /OFF SELECT ( $ ) + ! /ON 



$ PITCH (Pitch) 
$ DECAY (Decay) 
$ NUANCE (Nuance) 
+ $ PAN (Pan) 



Step 5 Using I""- 1 /OfP ] 1 + 1 /"ON j or the VALUE slider, change the values (Parameters 

other than Pan can be set with the Numeric Keys). 

Tap the key pads to listen to the sound. 



Step 6 To continue to change the other parameters, repeat steps 4 and 5 as many 

times as necessary. 

Step 7 To continue, and edit the other key pads, repeat steps 3 to 6 as many times 

as necessary. 



Step 8 Press PERFORM to return to the previous display. 
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c. Using the Multi Assign Function 

The Multi Assign function allows you to assign the same 
Instrument to all 16 key pads. This assignment is independent from 
the five pad Banks. 

Use this function together with the Align function ( that 
automatically sets the Performance parameters of the Key pads to 
certain values in sequence). Using this function, you can play a Hi - 
hat that has continuously changing decays, or play a "melodic tom" 
with different pitches (in semitone steps). 

Instrument Selection Select the Instrument you want to assign to all 16 key pads. 



Step 1 



Press INST ASSIGN to select the Instrument Assign mode. 



MODE 



SONG 



PATTERN 



MID! 



INST ASSSGN CARD 



UTIUTY 



ilNST 
E! I N I T 



SDISPLRS 



^ If the Menu Display is not shown, press | EXIT 



Step 2 Press Numeric Key 1 to select "INST." 



Pad Bank 
(A-E) 



INST flSSIGH 

<R--01 >-:+:H01 S CRSH„C9:+: 

"t — "t f f 

Instrument Name 



Instrument Group/Number 



Key Pad Number HOI -001 

(1-16) H01-H26 

SOI ~!i26 



Instrument in the internal memory 

Copy instrument 

Instruments on a Sound ROM Card 



Step 3 Press | MULTI | to select the Multi Assign mode. 

Indicated in the Multi Assign Mode 



PTN BANK MULTI SCOPE 



•¥■ 



MODE 


ASSIGN 




TEMPO 


EDIT 






120 


INST UTIL 




CARD 






PAD SANK 


A 


ASSIGN 


', MULTI ', 


IHbT MbbIGN 

,<MLT> ==^»3i = FHGEM=iSb=-^: 



=!< Pressing | MULTI | repeatedly alternates between the Instrument Assign and Multi 
Assign modes. 



Step 4 Specify the Instrument Group with the VALUE slider and specify the Instrument 



Number with - 1/OFF and + l/ONJ . 



Step 5 Press j EXIT | to return to the Menu Display. 
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Performance Parameters The Align function allows you to set the Performance parameters 
in "the Align Function (Pitch, Decay and Nuance only) of key pads 1 to 16 in the 

sequence as shown below. 



Pitch 



Decay 



Nuance 



-800 




-700 




-600 


-500 




-36 


-33 


-30 


-27 




-7 




-7 




-6 




-5 
































-400 




-300 




-200 


-100 




-24 


-21 


-18 


-15 




-4 




-3 




-2 




-1 






+ 100 




+ 200 


+ 300 




-12 


-9 


-6 


-3 









+ 1 


+ 2 




+ 3 
























+ 400 


+ 500 




+ 600 


+ 700 







+ 3 


+ 6 


+ 9 




+ 4 




+ 5 


+ 6 




+ 7 



Step 1 Press PERFORM to select the Performance Edit mode. 



Step 2 Press Numeric Key 2 to select "ALIGN." 





Pad Bank 


PERFORM 
iPITCH 


SDECflV -^ 


Next display 


PERFORM 
SNUflNCE 


flLUBN <R> 



Step 3 Press MULTI to select the Multi Assign mode. 



4: Pressing | MULTI j repeatedly alternates between the Instrument Assign and Multi 

Assign modes. Pad Banks cannot be changed in the Multi Assign mode. 
*To set the Performance parameters of Pad Banks A to E with the Align function. 



select a Pad Bank with <. > . 



Step 4 Select the Performance parameter where you wish to use the Align function, 
with Numeric Keys 1-3. 

Selected Parameter 



PFM ALIGN <M> PITCH 
-i-^ Press ENTER „ 



Step 5 Press ENTER 



The display responds with "Are you sure?". 



*To leave the mode, press EXIT 1 . 
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Step 6 To continue, press [ENTER] . 

"Completed" appears, showing that the Align operation is finished. 



* Should the total value of the Sound parameter and Performance parameter exceed 
the variable range of the Sound parameter, the value will be automatically set 
within the range. 



Multi Assign 

Performance 



To play the R-8MK I! with the Multi Assign function, press | MULTI 
to select the Multi Assign mode. 



PTN BANK MULTi 



SCOPE 



MODE 


A5SIGM 


TEMPO 


EDIT 


SOUND 


129 


tNST UTtL 




CARD 




PAD BANK 


A 


ASSIGN 


1 MULTI 1 













Indicated in the Multi Assign Mode 



* Pressing j MULTI j repeatedly alternates between the Instrument Assign and Multi 
Assign modes. Pad Banks cannot be changed in the Multi Assign mode. 

* If the Multi Assign mode is selected during rhythm pattern writing, the Performance 
parameter assigned with the Multi Assign function will be entered as a Sequence 
parameter. 
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2. Swing/Flam/Roll Entry 

a. Swing 



Swing is a feeling most commonly referred to as the "groove" of 
Jazz or Shuffle rhythms. The Swing effect can be set for each 
rhythm pattern, and is especially effective if added to triplet type 
rhythm patterns. (Jazz, Shuffle, etc.) 

*The Swing effect is effective for pattern playing or song playing, but has no effect 
during pattern writing. 



The Swing effect is determined by Swing Point and Swing Delay. 

•Swing Point 

The Swing effect Is obtained by delaying the timing of certain beats. The 
Swing Point sets the position (beat) where the timing is to be delayed. 

1/4, 1/8, 1/16 or 1/32 delays the timing of the even numbered multiple 
beats. 

Swing Point: 1/8 



nnnn 



1/6, 1/12 or 1/24 delays the timing of the beats positioned in multiples 
of three. 

Swing point : 1/12 

+ 1^1 



V.V V,V V.V v./ 



•Swing Delay 

This sets the amount of delay. 
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Now, let's set the swing effect in a rhythm pattern. 



Swing Setting 



With the unit set to a Pattern Mode ("PLAY," "REAL" or "STEP") and 
stopped, follow this procedure : 



Step 1 Specify the Pattern Number where you wish to set the Swing effect. 



Step 2 Tap key pad 6 while holding SHIFT down. 



ERASE 



SHIFT 



TOM 2 



TIME DISPLAY 
SWING SET 



S WIN 13 SET <PTHSG5 
$DELRV= 06 



Swing Delay Value 



Step 3 Using j - l/OFFj | + 1 /ON | , the VALUE slider or the Numeric Keys, set the 

Swing Delay value. 

Higher values emphasize the feeling. (At zero, no Swing effect Is obtained.) 



*The variable range for the Swing Delay value changes depending on the Swing 
Point. 



Step 4 Press SELECT to select the "POINT" display. 



SbilNG SET <PTN»5 
$POINT= i.-- 8 



Swing point 



Value 



Step 5 Using | - 1/OFF j| + 1/ON | , the VALUE slider or Numeric Keys 1 to 7, set the 
Swing Point. 

(Value: 1/4, 1/6, 1/8. 1/12. 1/16. 1/24. 1/32) 



Step 6 Press | ENTER to return to the previous display. 
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b. Flam 



A Flam is a performance technique ; a drum beat of two strokes 
of which the first is a very quick grace note. The F!am effect can 
be set for each rhythm pattern. 

The Flam effect is determined by the Fiam Interval and Flam Ratio. 

•Flam Interval 

This sets the interval between the two strokes over 32 levels (0 to 31). 



grace note 



^ J 



mafn note 



Flam Interval 



►Flam Ratio 

This sets the intensity (veiocity) of the first and second strokes. 



, # J 



Flam Ratio : 1 : 2 



Velocity 




Flam Setting 



Now, let's set the fiam value. 



With the unit set to a Pattern Mode ("PLAY," "REAL" or "STEP") and 
stopped, follow this procedure : 

Step 1 Specify the Pattern Number where you wish to set the Flam effect. 



Step 2 Tap key pad 7 while holding [ SHIFT j down. 

ERASE 7 TOM 3 



SH!FT 



TIME SET 
FLAM SET 



FLfltl SET <PTNS05 
$IHTUL= 10 



Flam interval Value 
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Step 3 Using | - 1/0FF| | + 1/0N| , the VALUE slider or the Numeric Keys, set the 

Fiam Interval value (0 to 31). (At zero, no Flam is obtained.) 



Step 4 Press | SELECT | to select the "RATIO" display. 



FLfiM SET <PTHS85 



Flam Ratio Value 



Step 5 Using | - l/OFFJI + l/ONJ or the VALUE slider, set the Flam Ratio. 

(Value: 1 : 1 . 1 : 2, 1 : 4, 1 : 8, 1 : 1 6. 1 : 32) 



Step 6 Press ENTER to return to the previous display. 



Flam Entry 



To write the Flam you have set, follow this procedure : 



Hn the Real-time Writing mode 



While holding j FLAM [ down, tap the key pad in the timing for Flam entry 
(with the unit playing the rhythm). 

< Ex. > Adding a Flam to the Instrument of Key Pad 14 

nnnnn 
nnnnn 

While holding 

down [FLAM] cfl] □ □ □ □ 

nnnnn 



Mn the Step Writing mode 

With the rhythm playing, hold | FLAM | down and press the key pad that 
corresponds to the step (or Scope step) where the Flam is to be entered. 
In the Normal Edit/Scope Edit mode, you can check the Flam entry status. 

Normal Edit Mode 



PTHS00- 

SIP 01 


•01 J-:: 
[Fit 


IFfiT 

UL = 


„S1 > 
y y t- 






4 







F Is shown at the step where a Fiam is set 



Scope Edit Mode 




SIR 81-1 
[F ] 


J'::SFflT_-Sl > 
$UL= 108 t- 



F is shown at the Scope step where a Flam is set 
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c. Roll 



Roll Setting 



A roll is a performance technique ; a series of rapid drum strokes. 

Set the Roil Interval (the time between strokes). 

With the unit set to a Pattern mode and stopped, follow this procedure : 



Step 1 



Tap key pad 8 while holding j SHIFT | down. 

ERASE a TOM 4 



SHIFT 



ROLL SET 
RESOLUTION 



ROLL SET 



Vaiue 



Step 2 Using j -1/0FF|| +1/0N| , the VALUE slider or Numeric Keys 1 to 9, set the 

value of the interval. 
(Value: 1/4. 1/6. 1/8. 1/12. 1/16. 1/24, 1/3^ 1/48, HIGH (1/96 notes)) 



Step 3 Press | ENTER | to return to the previous display. 



Roll Entry 



To write the Roll you have set, with the unit set to the Real-time 
Writing mode, follow this procedure : 



*When writing a Roil into a Rhythm pattern, the Quantize setting will determine 
the resolution of the Roll ; match the two settings. 



Procedure : While holding ROLL down, keep pressing the relevant key pod. 



<Ex.>To enter Roll to the Instrument of Key Pad 14 

I I I I I I I I I I Roll Interval : 1/16 

While holding [ 1 i 1 r—\ i 1 \ 1 Press Release 

down [ROLLl (Cr-J I II I 1 II i -- gr | | 

nnnnn 
nnnnn 



nnnn 



The Roil effect is entered until the key pad is released (the level 
changes depending on how hard you press the key pad). 

*!n the Step Writing mode, the Roll effect cannot be entered. 

=f=The Roll effect can be performed in a mode other than Pattern Write. Even when 

the rhythm is not playing, the Roll rate can be changed with the tempo. 
4: When writing a Roll into a Rhythm pattern, the Quantize setting will determine 

the resolution of the Roll. Match the two settings. 
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FEEL PATCH 



When people express themselves rhythmically, uniike programmable 
rhythm machines, they use natural dynamics and accentuation. Even 
when they intend to play in exactly the same manner, the strength 
or playing positions will vary slightly (random change). This means 
that the sounds will not be perfectly consistent. 
The R-8MK II can set up to eight "Feel Patches" which contain 
regular tone changes (according to the accents set in the music) 
and random tone changes. By adding a Feel Patch to a rhythm 
pattern, you can create subtle sound changes, creating a more 
"Human Feel." 



Fee! Patch Structure 



A Feel Patch consists of two elements ; Groove and Random 
Factor. By combining these two elements, Sequence parameters 
(Velocity, Pitch, Nuance and Decay) can be changed. 



Feel Patch 



Groove 



Random Factor 



•Groove 

The Groove is associated with regular changes of accent and tone. 

This element, therefore, can recreate the accent changes which a drummer 

purposely creates. 



^ 



Groove Groove 



» 



r^ 



-^■r-^ 
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The Groove sets the timing for the changes and relative values of some 
Sequence parameters. 

By assigning the Groove settings to existing rhythm patterns, the relative 
values are added to the same sounds (sequence parameters of the specified 
instruments) as the timing set in the Groove, changing the sounds in a 
certain cycle. 



JJJJ #JJ« 

-40+40-30 +10 
+20 +20 



' Groove setting 



+ 



Sequence Parameter values of the rhythm 
pattern 



+ 60 +60 +60 

+ 60 +60+60 +60 



# J-m 



Sequence Parameter values for the actual 
performance 



+ 80 +30+70 

+ 60 +100 +60 +80 



►Random Factors 

The Random Factors are used to randomly alter the values of the specified 
Sequence parameters. 

By changing the Nuance of a drum Instrument, the sound will change subtly 
with each stroke. Also, by changing the Nuance of a cymbal Instrument, the 
sound will change depending on the position of the stroke. Such random 
changes create more realistic and natural performances. 
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1 . Functions of Parameters 



A Feel Patch contains by the following parameters. 



Parameter 


Variable Range 


Groove Select 

Groove Type 
Groove Step 


1 -8 

1/4-1/32 


Instrument Select 


INST1 -8 


Groove Switch 
Random factor Switch 


ON/OFF 

ON/OFF 


Groove 


-99 - +99 

(Nuance : -1 - +7) 


Random Factor 

Probability 
Random Depth 


1 -8 
1 -4 


Instrument Switch 
INST1 -8 


ON/OFF 



a. Groove Select 



6R00UE SELECT <#£!> 
TVPE= 4 STEP=1.-- S -^ 



T 



Groove Type 



Groove Step 



This parameter consists of two elements for setting the timing for 
accent changes : Groove Type and Groove Step. 

•Groove Type sets the number of notes whose accents should be 
changed, from 1 to 8. 

•Groove Step sets the timing value (length) of the note from 1/ 
4 to 1/32. 



b. Instrument Select 



FEEL IHST SELECT<#0> 
$IN5Tl = '::iii:iP EN„H2;:' ^ 

Instrument 

This parameter sets eight Instruments which should be accentuated 
by the Groove and Random Factors. 
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c. Groove Switch and Random Factor Switch 



UELOCITV FEEL <#e> 
G R U = ■■^■- N :|: R N D = ■■^■- FF--^--"^ 



T 



Groove Switch 



T 



Random Factor Switch 



For each Sequence parameter, On/Off of the Groove and Random 
Factors can be set. 



d. Groove 



GRCiOUE<4> <UELO 

^ 

Relative Parameter value 



-1-40 



This parameter sets the relative vaiue for each Sequence parameter 
{~7 to +7 for Nuance and -99 to +99 for the other parameters) 
to each timing set with Groove Select. The relative values set for 
the Sequence parameters are added to the same sound (specified 
instruments) as the timing set in the Groove . 

*The Sequence parameters whose Groove Switches are set to OFF do not change. 



e. Random Factors 



RRHDOM <UELa 
PRQB= 1 PERTH 

'~f 



Probabiiity 



T 



Random Depth 



The Random Factors are Probability and Random Depth. Set these 
factors in each Sequence parameter to create random changes. 

*The Sequence parameters whose Random Factor Switches are set to OFF do not 
change. 
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►Probability (1 to 8) 

This parameter sets the ratio and the width of change of each Sequence 
parameter. Higher values increase the ratio and width of the change caused 
by the Sequence parameter. 



Ratio 




Ratio 




Width of change 
Probability Lower 



Width of change 
Probabiiity Higher 



-*- + 



•Random Depth (1 to 4) 

This parameter sets the amount of change In the Probabiiity. Higher values 
make the changes greater. 



f. Instrument Switch 



INST SWITCH <'JEL 
f l5mOFEN_H2 = ^i:r i N + 



instrument selected 



This parameter allows you to add a Fee! Patch to each Instrument 
selected with the Instrument Select, for each Sequence parameter. 

*When the same Instrument is selected more than once with a Instrument select, 
set any Instrument Switch to "ON" to obtain the Feel Patch effect. 
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2. Editing Procedure 

a. Groove Setting 

Step 1 Press I FEEL I to select the Feel Edit Mode. 



EDIT 



SOUND PERFORM 



FEEL 



iPnTCH 
iJPITCH 



UELO 

DECR 



Step 2 Press Numeric Key 1 to select "PATCH. 



FEEL PATCH SELECT 
PfiTCH= #8 



T 



Feet Patch number 



Step 3 Using j - 1 /OFF | [ + 1 ZONJ ■ the VALUE slider or the Numeric Keys, select the 

Feel Patch number (0 to 7) to be used. 



Step 4 Change to the Groove Select display with | PAGE . 



GROOUE SELECT <#8> 
TVPE= 4 STEP=1/ 3 



T 



Groove Type 



Groove Step 



Step 5 Using | -^ i and [► | , move the cursor, then using j - l/OFFJI + I/OTT] , the 

VALUE slider or the Numeric Keys, select the Groove Type (1 to 8) and the 
Groove Step (1/4 to 1/32). 



Step 6 Press [ PAGE to select the Instrument Select display. 



FEEL IHST SELECT<#0> 
$INST1 = >::K!PEH_H2> ^ 



Instrument 



Step 7 Change Instruments (INST 1 to 8) using | SELECT [ , then press the key pad 
corresponding to each Instrument to be changed by Groove (common for 
Random Factors). 



If necessary, change Pad Banks with « 



» 



Step 8 Press | EXIT to return to the Menu Display. 
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Step 9 Select the Sequence parameter to be edited with Numeric Keys 2 - 5. 



Velocity 
Pitch 
Decay 
Nuance 



Step 10 Using \-^XOff\\ + 1/0N| or the VALUE slider, select ON or OFF for the 
Groove Switch. 

Selected Sequence Parameter 



UELOCITV FEEL <#0> 
G R \.) = :-{•: F F ■■^- R N D = ■■^■- n F F ^i: -> 

~1 



Groove Switch 



Step 11 Press j PAGE | to select the Groove Setting display. 





Groove Type 


Parameter 


liROOi 
8 9 


■' E •:." 4 > < ' 
i '99 


JEL9 > -^ 
99 S 99 


1 L 1 L 

Value 







Timing 



Step 12 Move the cursor with [M] or [►]. then using I -1/0FFi| + 1/0N| . the VALUE 
slider or the Numeric Keys, set the relative value for each timing (—7 to + 
7 for Nuance and -99 to +99 for the other parameters). 



*When the Groove Type is to be set higher than 4, change to the 5 to 8 timing 
setting display with | ► j . 



Step 13 Select the Instrument Switch setting display with PAGE 



INST SMITGH <UELO 



Instrument selected 



Step 14 Change Instruments (INST 1 to 8) using SELECT , then with - 1 /OFF 



+ 1X0N or the VALUE slider, select On or Off for the Instrument Switch. 



Step 15 To continue, and edit another Sequence parameter, press j EXIT | to return to 
the Menu Display then repeat steps 9 to 14. 



Step 16 Press FEEL to return to the previous display. 
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b. Random Factor Setting 



Step 1 Press FEEL to select the Feel Edit mode. 



EDIT 



SOUND PERFORM 



FEEL 



aPflTCH 
EiPITCH 



SUELO 
SIDECRV 



Step 2 Press Numeric Key 1 to select "PATCH." 



FEEL PPilCH SELECT 
PfiTCH= #0 



T 



Fee! Patch number 



Step 3 Using ! -1/0FF|| +1/0NJ , the VALUE slider or the Numeric Keys, select the 
Feel Patch number (0 to 7) to be used. 



Step 4 Press | PAGE j to select the Instrument Select display. 



feel inst selec:t<#0> 
$ ihsti = '::eiopeh_hi::' -^ 



instrument 



Step 5 Change Instruments (INST 1 to 8) using | SELECT j , then press the key pad 
corresponding to each Instrument to be edited with the Random Factors 
(common for Groove). 
If necessary, change Pad Banks with [<" 



3> 



Step 6 Press | EXIT [ to return to the Menu Display. 



Step 7 Select the Sequence parameter to be edited with Numeric Keys 2 to 5. 

2 : Velocity 

3 : Pitch 

4 : Decay 

5 : Nuance 



92 



liiJhttL PAIUM 



Step a Move the cursor to the right, then using | - 1 /OFF | j + 1 /ON ] or the VALUE 
slider, select ON for the Random Factor Switch. 



UELGCITV FEEL <#8> 

GRli = :f:i:iFP:|: R H D = =-K H ="!■= 



T 



Random Factor Switch 



s'ress PAGE to 


select the Random Factor S 






RPlNDiliM 

PRCfB== 1 


<UELO > 

DEPTH== 1 -^ 


Probability 


Random Depth 



Step 10 Move the cursor with Q] or [►], then using j -1/0FF|| -H/OPT] , the VALUE 
slider or the Numeric Keys, set the Probability (1 to 8) and Random Depth (1 
to 4). 



Step 11 Select the Instrument Switch setting display with PAGE . 



INST SWITCH <UELi: 



T 



Instrument selected 



Step 12 Change Instruments (INST 1 to 8) using SELECT , then with - 1/OFF 



+ 1/ON or the VALUE slider, select On or Off for the Instrument Switch. 



Step 13 To continue, and edit another Sequence parameter, press j EXIT | to return to 
the Menu Display then repeat steps 7 to 12. 



Step 14 Press [ FEEL to return to the previous display. 
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3. Feel Patch Assignment 



The Feel Patches you have made can be assigned to the User 
Patterns. Feel Patches change the feel of a rhythm performance. 





User Patterns 








































. 


. ■- 












4 


--^ 


"■ 












































^' 
















4c 


■^ 







/ 


Feel Patch 7 


/'' 


— 


Feel Patch 1 














' 




Groove 


/' 






,' 




Random Factor 







Step 1 
Step 2 



With the unit set to the Pattern Play mode and stopped , follow this 
procedure ; 

Select the rhythm pattern to which you wish to assign a Feel Patch. 



Move the cursor to the "FEEL" value with QJ and [M , then using j - 1/OFF 



+ 1/ON I , the VALUE slider or the Numeric Keys, select a Feel Patch (0 to 



7). 



PTNS00"eU<8BEfiTl 
PLV T = 04.-- 4 FEEL = 



Feel Patch Number 



*lf you do not assign any Feel Patch, select "*" (This mark cannot be entered 
by the Numeric Keys). 

Step 3 Start playing the rhythm pattern. It will be piayed with the Feel Patch assigned 

to It. 

*ThB Feel Patch assigned to a rhythm pattern has no effect in the Pattern Writing 
mode. 
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4. Feel Patch Copy 



The Feel Patch Copy function allows you to copy the contents of 
a Feel Patch to a different Feel Patch number. 

With the unit set to the Feel Edit mode and showing the Menu Display, follow 
this procedure : 



Step 1 
Step 2 



Press Numeric Key 1 to select "PATCH." 



^s'"8 I - IXOFFll -i- 1/QN I , the VALUE slider or the Numeric Keys, select the 
source Feel Patch (0 to 7) to be copied. 



Step 3 Press | EXIT to return to the Menu Display. 



Step 4 Press Numeric Key 6 to select "COPY." 



FEEL PATCH COPV 
PATCH >> =+: 



T 



Destination Feel Patch 
Source Feel Patch 



Step 5 Using ! ~ 1/OFF j[ + 170N| . the VALUE slider or the Numeric Keys, select the 

destination Feel Patch (0 to 7). 



*To leave this mode, press [ EXIT . 



Step 6 Press j ENTER j . 

The display shows the message "Completed," and the Feel Patch is copied. 
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a] RHYTHM PATTERN EDITING 

1. Editing Sequence Parameters 

Sequence parameters can be set for each Instrument in a rhythm 
pattern. There are six Sequence parameters ; Velocity, Pitch, Decay, 
Nuance, Pan and Micro Timing. By editing Sequence parameters, the 
tone and timing of instruments can be changed after programming 
a rhythm pattern. 



Functions of the 
Sequence Parameters 



^Velocity 

This parameter controls the volume (in reiatlon to the playing force) 
produced when playing the key pads. Higher values 'make the sound louder. 

iMicro Timing 

This parameter shifts the sounds forward or backward in 1/384 note upits 
(Micro Timing). -2, - 1, or + 1 can be selected for Micro Timing. Negative 
values quicken Crush) the timing and positive values slow (drag) it. During 
Pattern Writing, it is set to zero. 



Sound entered during Pattern Writing 



-2 -1 +1 

•* ^ 

Range for shifting 



Micro Timing (1/384 note) 



*To change the timing drastically, perform Macro Timing Shift (see page 100). 

•Pitch/Decay/Nua nce/Pan 

These parameters have the same values as Performance parameters set in 
Pattern Writing (see page 73). If they are not programmed in Pattern Writing, 
then they will be set to zero. 
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Editing Procedure 



There are two methods for editing Sequence parameters : 



a. Real-time Edit 



•Real-time Edit 

This allows you to edit parameters using the VALUE slider or a 
Expression Pedal while a rhythm is being played. 

•Step Edit 

This allows you to edit parameters of each Instrument written into 
a pattern. 



This allows you to edit each parameter using the VALUE slider or 
a Expression Pedal while a rhythm is being played. 



Using a Expression 
Pedal 



A Expression Pedal control may be useful for changing values 
continuously. Connect a Expression Pedal to the VALUE jack on the 
rear of the R-8MK 11. The farther the pedal is depressed, the greater 

the value. 



VALUE 
(EXP PEDAL) 



ccr 



O 
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1 RHYTHM PATTERN EDITING 



With the unit set to the Reai-tlme Writing mode, follow this procedure 



Step 1 Press j PAGE to select the Real-Time Editing mode. 



CURSOR 
PAGE 



PTNSi38~9iJ<- 
RTM |:UL= 064 

Sequence Parameter Value 



Step 2 Using | SELECT | , select the Sequence parameter to be edited. 



J'ARAM/iNST. 



- l/OFF SELECT (E) + 1/ON 



$ VL CVeioctty) 

$ FT (Pitch) 

$ DC (Decay) 

$ NU (Nuance) 

$ FN (pan) 

$ MT (Micro Timing) 



Step 3 Using j - l/OFFj | + 1X0N| , the VALUE slider, the Numeric Keys or a 
Expression Pedal control, edit the value of the parameter. 



^\i you wish to change values continuously, set the basic value here (When using 
a Expression Pedal, set the value with the Expression Pedal). 



Step 4 Press j START/STOP] to start playing. 

Step 5 Hold down the key pad that corresponds to the Instrument to be edited. 

While the key pad is being pressed, the sequence parameters of the 
corresponding sound are edited. 

To change values continuously, edit the value of the parameter while holding 
the key pad down. 



*The Micro Timing does not change during writing. To check it, select the Pattern 
Play or Song Play mode. 



Step 6 
Step 7 
Step 8 



To continue, and edit the other parameters, repeat steps 2 to 5. 



Stop playing. 



Press I EXIT j to return to the Menu Display. 
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b. Step Edit 



Step Editing allows you to edit the Sequence parameters of each 
Instrument in a rhythm pattern. 

With the unit set to Norma! Edit (or Scope Edit) in the Step Writing mode 
and stopped, follow this procedure : 

Step 1 Press the key pad that corresponds to the Instrument to be edited. 



Step 2 Using SELECT , select the parameter to be edited. 



.PAHAM/INST, 



- IXOFF SELECT (SI + 1/ON 



$ VL (Velocity) 

$ PT (Pitch) 

$ DC (Decay) 

$ NU (Nuance) 

$ PN (Pan) 

$ MT (micro timing) 



*!f you wish to listen to the actual sound, press j START/'STOP | to start playing 
the rhythm. 



Step 3 Specify the Step number (or Scope Step number) to be edited with | M I or 



[►J, then using j - 1 /^QFF 1 1 + 1 /ON [ , the VALUE slider or the Numeric Keys, 
edit the value of the parameter. 



I Normal Edit mode 



Instrument 





' ' 


PTNK12- 
STP 9i 


■i-3iJ'::BRIMSHTi::' 



T 

Step Number 



T 

Parameter 



T 

Value 



I Scope Edit Mode 

Step Number 

Scope Step Number 

i Instrument 
i 



STP 01-5 J'::HRiriSHTi::' 
[ # # " ] $ I..J L = 100 -^ 



t t f 

The current Scope Step Parameter Value 

flashes 

4: if no sound is entered in the Step number (or Scope Step number) you have 
selected, editing cannot be performed ("4:^^" is shown instead of the value). 

4:The Micro Timing does not change during writing. To check it, select the Pattern 
Play or Song Play mode. 

Step 4 To continue, and edit another Instrument, stop playing the rhythm, then specify 
the Instrument using the appropriate key pad. 

Step 5 Stop playing. 



Step 6 Press EXIT to return to the Menu display. 
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2. Timing Edit 



The Instruments in a rhythm pattern can be shifted forward or 
backward in time using 1/96 note units (Macro Timing) or 1/384 
note units (Micro Timing). 



Macro Timing (1/96 note) 

• » \ 



^r. 



Micro Timing (1/384 note) 



a. Macro Timing Shift 



Any Instrument a rhythm pattern can be shifted forward or 
backward using 1/96 note units. The Macro Timing Shift function 
can be performed for each step. 

* Any note (step) pushed "outside" the rhythm pattern with the Macro Timing 
Shift function will be automatically returned to the rhythm pattern. 

With the unit set to the Normal Edit mode (or Scope Edit mode) in the Step 
Writing mode and stopped, use the following procedure. 

Step 1 Press the key pad that corresponds to the Instrument to be shifted. 

Step 2 Using [m] and ["►! , specify the Step number (or Scope Step number) to be 
shifted. 



Step 3 Press key pad 9 while holding | SHIFT) down. 

ERASE 9 SiDE STICK 



SHIFT 



PART DELETE 
MACRO SH!FT 



MfiCRO SHIFT <PTN»30 



STEP 91- 1 

~~r~ 

Step Number 



= 80 U L K 

Amount of timing shift 



Scope Step Number 



Step 4 Using | - I/OFF] j + 1 /ON j , the VALUE slider or the Numeric Keys, set the 
amount of shift by clock numbers (-12 to +12: 1 clock = I/SB note). 
Negative values quicken (rush) the timing and positive values slow (drag) 
it. 



* Press EXIT to leave the mode. 



Step 5 Press | ENTER | . 

The display shows the message "Completed," and the timing is changed. 
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b. Micro Timing Shift 



Any instrument a rhythm pattern can be shifted forward or 
backward using 1/384 note units. The Micro Timing Shift function 
can be performed for all Instruments (or rhythm pattern) or for 
each step. 

Timing entered 
-2-1 0/ +1 



i 



•/- 



1/384 note 

*To perform the Micro Timing Shift for each step, see "Step Edit" on page 99. 

*lf the Micro Timing Shift causes the sound to exceed the variable range {—2 to 
+ 1), it will be automatically corrected within the range. 

With the unit set to a Pattern Mode ("PLAY," "REAL" or "STEP") and 
stopped, use the following procedure. 

Step 1 Specify the rhythm pattern number whose timing should be shifted. 



Step 2 Press key pad 10 while holding SHIFT down. 



ERASE 



10 RIM SHOT 



SHIFT 



PART INSEHT 
MICRO SHIFT 



MICRO SHIFT <PTN®60> 
'::fiLL IHST::'== £1 CLK 

f 



Amount of timing shift 



all the Instruments 



To shift the timing of all the Instruments, skip the following step 3 and go 
to step 4, 



Step 3 Press the key pad that corresponds to the Instrument to be shifted. 



If necessary, change Pad Banks with < [> . 



MICRO SHIFT <PTNre0> 
'::1RIMSHT1>== 8 CLK 



Selected Instrument Amount of timing shift 
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Step 4 Using | - 1/0FF| | + 1/ON | , the VALUE slider or the Numeric Keys, set the 
amount of shift (variable range : - 3 to +3). 



Negative values quicken (rush) the timing and positive values slow (drag) 
it. 



*Ta leave the mode, press [EXIT . 



Step 5 Press ENTER 



The display shows the message "Completed," and the timing is changed. 
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3. Pattern Edit 

a. instrument Change 



The Instrument Change function allows you to "swap^ 
Instrument in a rhythm pattern with a different one. 



an 



With the unit set to a Pattern Mode ("PLAY," "REAL" or "STEP") and 
stopped, follow this procedure : 

Step 1 Specify the Pattern number for which ypu wish to use the instrument Change 

function. 



Step 2 While holding [SHIFT down, press key pad 1. . 



ERASE 



CRASH 1 



SHIFT 



SONG CHAtN 
INST CHAMGE 



IHST CHfiNGE <PTNS08> 
iFPT.-Sl >>HRiriSHTl 

Instrument to be changed 

The new Instrument to be set 



Step 3 With | M I and | ► | . move the cursor and specify the original Instrument and the 
new Instrument respectively with the corresponding key pads. 



If necessary, change Pad Banks with 4^ » 



^To cancel this mode, press EXIT . 



Step 4 Press [ ENTER . 



The display shows "Completed" and the Instrument Change is complete. 

^If the Instrument you specify as the original Instrument does not exist, the message 
"Inst not found" is shown in the display and the Instrument Change is not 
executed. 
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b. Pattern Append 



Two rhythm patterns can be joined (appended), to make one rhythm 
pattern. This may be useful for writing a Song that contains many 
of the same combinations of specific Rhythm Patterns. 

< Ex. > Appending Pattern 2 to Pattern 1 
Pattern 1 Pattern 1 



Pattern 2 



Pattern 2 



B 



*lt is not possible to append rhythm patterns with different tinfie signatures. 
* It is not possible to append rhythm patterns from different Pattern Banks. 
*The settings of the Swing. Flam and Feel Patch of the rhythm pattern selected 

in step 3 have priority. 
*lf the total number of bars of the two rhythm patterns exceeds 99. the Pattern 

Append cannot be executed. 

With the unit set to a Pattern Mode ("PLAY." "REAL" or "STEP") and 
stopped, follow this procedure : 



Step 1 
Step 2 



Specify the Pattern number to be appended. 



While holding [SHIFT down, press key pad 2. 



ERASE 



SHIFT 



CRASH 2 



PTH fiPPEHD 

P T HS0 e - e 1 > > P T N =■^- ■■'^- ■■^- - ■■^■- ■■^■■ 



INITIAL PARAMETER 
PTN APPEND 



Rhythm Pattern to be appended 

Rhythm Pattern to be played first 



Step 3 Specify the Pattern number to be played first. 



*To cancel this mode, press [EXIT . 



Step 4 Press | ENTER | . 

The display shows "Completed" and the Pattern Append is complete. 
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The Pattern Extract function allows you to extract the specified 
Instrument data from a rhythm pattern and copy it to a different 
rhythm pattern number. This function may be used for using the 
same Instrument data in more than one rhythm pattern. 

< Ex. > Extracting Pattern 1 and copying it into Pattern 2 
Pattern 1 Pattern 1 



■ > { ■ ..>] ; ■■. .» ;— j^- j <--jj;.,.,. ; ^-.j<. 



K 



IE 



JE 



l < „..,. > t — a; XXX ;> i-U 



W. 



Pattern 2 



Pattern 2 



X X X i 






^ It is not possible to copy the Instrument data to a rhythm pattern from a different 
Pattern Bank. 

Set the unit to a Pattern mode ("Pb^Y," "REAL" or "STEP") and stopped, 
follow this procedure : 



Step 1 
Step 2 



Specify the Pattern number to be extracted. 



While holding [SHIFT j down, press key pad 3. 



Step 3 



ERASE 



BELL 



SHIFT 



SEARCH LABEL 
PTN EXTRACT 



PIN EKTRFiCT <PTNiie8> 



T 



The Instrument to be Extracted 

Destination Rhythm Pattern 



Press the key pad that corresponds to the Instrument to be extracted. 

If necessary, change Pad Banks with [*£: | | » | . 



Step 4 Using p- 1 /'OFF | j + 1 /OH | , the VALUE slider or the Numeric Keys, specify the 
destination Pattern (0 to 99). 



Step 5 Press ENTER 



If the destination rhythm pattern contains no data, the message "Completed" 

appears in the display showing that the copy is complete. 

If there is data written in the destination rhythm pattern, the message 



"Oven/vrite OK ?" appears in the display. To copy, press ENTER again, to 



cancel press EXIT . 



^Any previous data at the destination rhythm pattern is erased. 
*!f the Instrument you have specified in step 3 does not exist in the rhythm pattern, 
the message "Inst not found" appears in the display and the copy is not executed. 
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d. Pattern Merge 



The Pattern Merge function mixes (merges) two rhythm patterns, 
making one rhythm pattern. 



< Ex. > Merging Pattern 2 to Pattern 1 
Pattern 1 



Pattern 1 



3£ 






31 



XX >: X XX ; ;-x 



Pattern 2 



Pattern 2 



X X — X— X — x X X— X 



fif , :*; r*: X X X . x 



* The merged rhythm patterns cannot be restored. 

*!t is not possible to merge rhythm patterns from different Pattern Banks. 

* It is not possible to merge rhythm patterns of different lengths or time signatures. 
*The settings of the Swing, Flam and Feel Patch of the destination rhythm pattern 

have priority. 

Set the unit to a Pattern nnode ("PLAY," "REAL" or "STEP") and stopped, 
follow this procedure : 



Step 1 
Step 2 



Specify the source Pattern number to be merged. 



White holding [SHIFT j down, press key pad 4. 

ERASE 4 RIDE 



SHIFT 



PTH MERGE 



PTN MERGE 



f 

Rhythm Pattern to be merged 

Destination Rhythm Pattern 



Step 3 Using ! -1/OFFH +1X0N1 , the VALUE slider or the Numeric Keys, specify the 

destination Pattern (0 to 99). 



*To leave this mode, press EXIT . 



Step 4 Press ENTER 



The message "Completed" appears In the display show^ing that the merge is 
comptete. 
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The Reframe function allows you to set a start point at any 
position in a rhythm pattern and to shift the data from the start 
point to the end. This function may be used to correct delayed 
timing of data you entered when you writing a rhythm pattern of 
more than one bar in Real-time. 



Start Point 




Reframing Pattern 1 




Set the unit to a Pattern mode ("PLAY," "REAL" or "STEP") and stopped, 
follow this procedure : 



Step 1 


Specify the P 
While holding 

ERASE 


attern number 


to be 
press 


refrained, 
key pad 11. 




Step 2 


1 SHIFT 1 down 

n CLOSED HH 










PIN REFRhME 

STsE!i=iR= ei i: 


<pTNse0> 

i: L K = 8 




SHSFT ^ 


PART COPY 
REFRAME 


Bar to start 


Clock Number 



If you have specified a rhythm pattern of only one bar, skip the following 
step and go to step 4. 



Step 3 Using | - 1 /OfW] | + 1 /ON \ , the VALUE slider or the Numeric Keys, specify the 

first bar to be played. 



Step 4 Move the cursor to the right with Q] and j ►■ j , then using j - IXOFF 



[ + lyON 1 , the VALUE slider or the Numeric Keys, specify the start point using 
clock numbers (1 clock = 1/96). 



*To leave this mode, press EXIT . 



Step 5 Press [ ENTER | . 

The message "Completed" appears in the display showing that the reframe 
is complete. 



107 



IRHYTHM PATTERN EDITING 



f. Pattern Copy 



This function copies a User Pattern or Preset Pattern to a different 
Pattern Number. There are two types of Pattern Copy ; one is 
copying the entire rhythm pattern and the other is copying selected 
bars from the pattern, giving you total freedom to create Rhythm 
patterns and Songs. 



< Ex. > Copying Pattern 1 to Pattern 2 
Pattern 1 



Pattern 2 



B 



< Ex. > Copying "B" bar in Pattern 1 into Pattern 2 

Pattern 1 Pattern 2 



B 



B 



*When you copy data to a rhythm pattern in a different Pattern Bank, only the 
entire rhythm pattern can be copied (the first bar and the number of bars you 
have set wiM be ignored). 

When using a User Pattern, set the unit to a Pattern mode ("PLAY," "REAL" 
or "STEP") and stopped, follow this procedure. 

When using a Preset Pattern, set the unit to "PRESET" and stopped, and 
follow this procedure. 



Step 1 
Step 2 



Specify the Pettern number to be copied. 



While holding SHIFT down, press key pad 13. 



ERASE 



KICK 



SHIFT 



PTN : User -Pattern 
PRE : Preset Pattern 

. L_ 



COPY 



h 



PTN CiDPV <PTNre0> 
BfiR 81 ':""=i9':. ■::■::■ p j N ^-h ± =■?•: 

The number of bars 
The first bar to be copied Destination Rhythm Pattern 



Step 3 Using | - 1/OFF || + l/ONj . the VALUE slider or the Numeric Keys, specify the 

destination pattern number. 

To copy the entire rhythm pattern, skip the next step and go to step 5. 
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Step 4 Move the cursor with [a] and [►] , then using | - 1/OFF"! 1 + 1/QN | , the 

VALUE slider or the Numeric Keys, specify the first bar to be copied and the 
number of bars to be copied respectively. 



Step 5 Press ENTER 



If the destination rhythm pattern contains no data, the message "Completed" 
appears in the display showing that the copy is complete. 
If there is data written in the destination rhythm pattern, the message 
"Overwrite OK ? " appears in the display. To copy, press I ENTER j again, to 



cancel press EXIT 



* Any previous data in the destination rhythm pattern is erased. 

*lf the number of bars to be copied exceeds the total length of the rhythm pattern, 
the rhythm pattern will be copied up to the end. 
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g. Pattern Name 



A rhythm pattern can be named using up to 8 characters. The 
Pattern Name is shown in the display in the Pattern Play and 
Pattern Write modes. 

Pattern Names will help you distinguish rhythm patterns when 
writing a song. 

With the unit set to a Pattern mode ("PLAY." "REAL" or "STEP") and 
stopped, follow this procedure : 

Step 1 Specify the Pattern Number to be named. 



Step 2 While holding | SHIFT down, press key pad 15. 



ERASE 



15 PEDAL HH 



SHIFT 



PTN NfiME 
PTHSH8S < 



NAME 



Pattern name 



Step 3 Move the cursor with 3] an^i [►] , then using | - 1 /OFF] | + 1/ON j , the 

VALUE slider or the Numeric Keys, select numbers/Ietters/symbols. 



Pressing a Numeric Key also switched between numbers, letters and symbols 
(the letters and symbols written at the upper right of each key). Pressing a 



Numeric Key while holding | SHIFT | down will produce lowercase letters. 



Step 4 Press j ENTER [ to return to the previous display. 
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SONG PROGRAMMING 

QDSong Write P.I 12 

El Song Edit P.I 21 

[3]Functions for Song Play P.128 
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I] SONG WRITE 



The R-8MK II allows you to write (and store) up to ten songs 
using the rhythm patterns you have programmed. Tempo and level 
data can also be written into a song. 

* Preset rhythm patterns cannot be used for a song unless you first copy them into 
User-programmed patterns with the Pattern Copy function (see page 108). 



Song Data 



Repeat, Tempo Change, Level Change and Label data can be written 
into a Song as well as rhythm patterns. 



•Repeat 

This repeats the specified rhythm patterns in a Song. 

•Tempo Change 

The tempo of a song can be changed for each rhythm pattern. 

•Level Change 

The level of each rhythm pattern within a song can be changed. 

•Label 

This allows you to put a label (within eight letters) at a certain position 
in a Song. Later, with the Search Label function, you can quickly access 
the labeled position. 



Song Structure 



Rhythm patterns and the relevant data are written into a song as 
a PART which is a unit constructing a song. Parts written in a song 
are numbered (Part Number) in the sequence as they have been 
written. One song can contain up to 999 Parts. 



Part Number 001 



Song Data 



002 



003 



004 



005 



006 



007 



008 



009 



Rhythm 
Pattern 

01 


Rhythm 

Pattern 

02 


Tempo 
Change 


Repeat 

• 
• 


Rhythm 

Pattern 

04 


Repeat 


Label 


Level 
Change 


Rhythm 

Pattern 

10 



ITempo and Level Change parameters : These have effect on the 
succeeding rhythm patterns (after the Tempo or Level changes are 
entered). 

►Repeat parameter ; This repeats the rhythm patterns between the 
beginning and ending Parts (using the repeat signs as show 
above). 
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Step 1 Press [SONG to select the Song Mode. 



MODE 



SONG 


PATTERN 


MIDI 








INST n 5!GN CARD UTtUTY 









PLflV 



URITE 



* If the Menu Display is not shown, press EXIT . 



Step Z Press Numeric Key 1, to select "PLAY," then snecify a song number. 



Step 3 Press | EXIT | to return to the Menu display, then select "WRITE" by pressing 

Numeric Key 2. 



Song Number Song Name 



PfiRT 881 PTNSee™8i '"? 



Part Number 



Pattern Number 



*To erase the entire song data, use the Song Clear procedure (see page 126). 



Step 4 Using | - IXOPF || + l/^ON | , the VALUE slider or the Numeric Keys, specify a 

pattern number (0 to 99) to be written in the song. 



SONG e < > 

PfiRT 961 PTNTOS-ei ? 



? :Displayed when no rhythm pattern is 
written in the Part currently shown. 



To piay the rhythm pattern you have specified, press START/'STOP . 



Step 5 Press ENTER 



The rhythm pattern Is written into the song, and the Part number in the 
display is advanced. 



ENTER 



[TTT] 



bONG < > 

PhRT 802 PTHS05-8i ? 
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Step 6 Repeat steps 4 and 5 until you have written up to the last bar. 



Step 7 If the unit Is playing a rhythm pattern, stop it. 



Step 8 Press EXIT to return to the Menu Display. 



Changing Pattern 
Numbers 



To change the Pattern Numbers written into a song follow this 
procedure with the unit set to the Song Write mode. 



Step 1 Specify the Part of the Pattern Number to be changed with \-4 | and [►_] . 

Pressing [►■ [ (or nil ) while holding [^ (or [►]) down will quicken the change 
of the Part numbers. 



SONG <- 
PART 817 PT 



P-01 



t 
Specified Part 



Rhythm pattern written in the Part. 



Step 2 Using [ - 1/OFFU +iyON| , the VALUE slider or the Numeric Keys, specify the 

pattern number (0 to 99) to be changed. 



Step 3 Press ENTER . 



Now the rhythm patterns are rewritten. 



Step 4 Repeat the above procedures as many times as necessary. 



*To delete a Part or insert a new Part, see page 121 "Song Edit. 
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tllbONG WRITE 



The Repeat function allows you to repeat the rhythm patterns you 
have specified. Specify the first (||:) and last (:||) Parts to be 
played, then the number of repeats, if you like. 



Song Data 



Rhythm 

Pattern 

A 



Song Playing 



Repeat 



Rhythm 
Pattern 

B 



Rhythm 

Pattern 

C 



Repeat 



x1 



Rhythm 

Pattern 

D 



Rhythm 

Pattern 
E 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 
C 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 


Rhythm 

Pattern 

E 



The repeat marks are shown above. To insert Repeat Parts after 
having written a song, use the Part Insert procedure (see page 122). 

Step 1 Before writing a rhythm pattern where the repeat starts, select "REP |[:" with 

I SELECT I . 



bONii e < 

PPRT Hi? REP ii: 



T 



Repeat Mark 



Step 2 Press ENTER . 



Repeat Part for start (Ih) is written. 



Step 3 Write the rhythm patterns to be repeated. 



Step 4 Select "REP :|| x 01" with | SELECT | , then using j -1/0FF1| + l/ONj , the 
VALUE slider or the Numeric Keys, specify the number of repeats (1 to 99). 



SONG y 
PART 022 



REP :!i x8i 



Number of Repeats 



Step 5 Press ENTER . 



Repeat ending is written (:li). 

* Within one set of Repeat Marks another eight sets of Repeat Marks can be 
used. 
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*When the number of start marks Clh) does not match the number of end 
marks (:ll), the song will be played as follows. 



<Ex.> 


Ignored 










Song Data 


Repeat 

■ 
• 


Repeat 

• 
• 


Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Repeat 

: XI 


Rhythm 

Pattern 

C 














Song Playing 


Rhythm 

Pattern 
A 


Rhythm 
Pattern 

B 


Rhythm 

Pattern 
A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 
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3. Tempo Change 



it is possible to insert a Tempo Change in a Part of a song. 



Song Data 



Song Playing 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 
A 


Tempo 

Change 

+ 10 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 



Tempo 120 120 130 130 



A Tempo Change Part has been written between the patterns (as 
above). To insert a Tempo change Part after having written a song, 
use the Part Insert procedure (see page 122). 

Step 1 Before entering a rhythm pattern where you wish to change Tempo, select 



TEMPO" with SELECT . 








PART 038 TEMPO 


8 8 7 




Value 



Step 2 Set the amount of tempo to be changed (-99 to +99), using 1 - I/OFF 



j + l/ON I or the Numeric Keys. 

Negative values reduce the tempo and positive values increase it. 



Step 3 



Press ENTER 



A Tempo Part Is written. 

^The tempo value set here Is a percentage increase or decrease of the base 
tempo. If the modified tempo exceeds the range of 20 - 250 beats per minute, 
the tempo will be set as minimum or maximum. 
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4. Level Change 



It is possible to insert a Level Change in a Part of a song. 



Song Data 



Song Playing 



Level 



Rhythm 

Pattern 

A 


RhytKm 

Pattern 

B 


Level 

Change 

-8 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 



32 



32 



24 



24 



A Level Change has been written between patterns (as shown 
above). To insert a Level change after you have written a song, use 
the Part Insert procedure (see page 122). 



Step 1 



Before entering a rhythm pattern where you wish to change levels, select 



EL" with 


SELECT . 










SONG 
PART 


036 LEUEL 


M kl '"' 






t 
Value 



Step 2 Set the amount of level to be changed (-32 to +32) using l-l/OFF 



+ 1/ON , the VALUE slider or the Numeric Keys. 



Negative values decrease the level and positive values increase it. 



Step 3 Press ENTER 



A Level Part is written. 

*The level value set here is the amount of level to be changed from the Initial 
Level (see page 130). Should the overall level exceed the maximum, the level 
will bo set at the maximum. 
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5. Label 



a. Label Setting 



The Label function allows you to assign a Label at any place in 

a song, and name the Label using up to eight letters. 

If a label is written at an impotant position in a song, you can 

quickly go to the specified label even after the Part numbers are 

changed by Part Delete or Part insert, using the Search Label 

function. 

Also, you can start song playback from a labeled position. 



Song Data 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Label 
"END" 


Rhythm 

Pattern 
C 


Rhythm 

Pattern 
D 



Ending 



Shown above is a Label which has been inserted in between rhythm 
patterns. To enter a Label Part after having written a song, use the 
Part Insert procedure (see page 122). 

Step 1 Before writing a rhythm pattern into which you wish to insert a Label, select 



" with SELECT 



h' H 6 H < 

PHRT 830 " 



Label Name 



Step 2 Move the cursor with | - 1 XOFF] | + 1/ON j , then name the Label using the 
VALUE slider or the Numeric Keys. 



Pressing the Numeric Key alternates between numbers and letters/symbols 
(written at the upper right of each key). To enter a Lower case letter, press 



the Numeric Key while holding | SHIFT] down. 



Step 3 Press ENTER 



A Label Part is added. 
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b. Search Label 



When more than one label is written into a Song, all the labels will 
be searched for (In sequence) until the Part with the assigned label 
is found. 



Part Number 001 002 003 
Song Data 



020 021 022 



041 042 



Label 



Label 



Search 



Call 



Search 



Call 



Search 



*See page 131 for details of how to use the Search Label function in Song Play. 

With the unit set to the Song Write mode and stopped, follow this procedure: 



Step 1 Press key pad 3 while holding | SHIFT | down. 

The Label Search starts from the beginning of the song. When the first label 
is found, the display responds with : 



ERASE 



BELL 



SHfFT 



SEARCH LABEL 
PTN EXTRACT 



SEfiRCH lhbel<suhg e> 
"LABEL 91" PHRT 917 

"~1 



T 



Label Name 



Part Number of the Label 



*When the label is not found, "Label not found" is shown in the display. 



Step 2 To search for another label, press -1 /OFF or + 1/ON . 



Song Data 



Label 



Label 



Label 



_PARAM/INST- 



- ! /OFF 


SELECT (3) 


+ 1/ON 









To search for 
the previous label 



To search for 
the next label 



Step 3 Press ENTER to return to the display of Song Write mode. 
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1. Part Delete 



Specified Parts can be deleted. 



12JS0NG EDIT 



001 



002 



003 



004 



005 



006 



007 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 


Rhythm 

Pattern 

E 


Rhythm 

Pattern 

F 


Rhythm 

Pattern 

G 




Delete the Rhythm Patterns D anc 

1 i/ 


E. „....■■■■■■■"" 








001 002 003 i,.--"004 


005 






Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 
F 


Rhythm 

Pattern 
G 









With the unit set to the Song Write mode and stopped, follow this procedure 
Step 1 Specify the Part where the deleting starts using |^ j and [►I . 



Step 2 



Press key pad 9 while holding | SHIFT | down. 

ERASE 9 SIDE STICK 



SHIFT 



PART DELETE 
MACRO SHIFT 



PRRT DELETE <SGN6 S> 
FROM 004 FOR 82 PRRT 



T 



The first Part Number to be deleted. 

The number of Parts to be deleted 



Step 3 Specify the number (1 to 99) of Parts to be deleted using - I/OFF 



+ 1/ON , the VALUE slidar the Numeric Keys. . 



* It is not possible to set the number of Part larger than the number of Parts you 
have used in the Song. 



*To leave this mode, press j EXIT . 



Step 4 Press | ENTER | . 

"Completed" appears in the display show/ing that the deleting is complete. 



*lf there is no Part to be deleted, the "No Part exists" message appears in the 
display. 
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2. Part Insert 



A new Part can be inserted between any existing Part Numbers. 
Insert Repeat to Part 5 



001 



002 



003 



004 




006 



Rhythm 

Pattern 
A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 
C 


Rhythm 

Pattern 
D 


Rhythm 

Pattern 

E 


Rhythm 

Pattern 

F 



001 



002 003 



004 



005 006 



007 



Rhythm 

Pattern 
A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 
D 


Repeat 

• 
• 


Rhythm 

Pattern 

E 


Rhythm 

Pattern 

F 



With the unit set to the Song Write mode and stopped, follow this procedure: 
Step 1 Specify the Part number where a new Part is to be inserted using [ M \ and 

E. 

*The new Part is inserted before the specified Part. 



Step 2 Press key pad 10 while holding | SHIFT ! down. 

ERASE 10 RIM SHOT 



SHiFT 



PART INSERT 
MICRO SHIFT 



PRRT INSERT <S0Hi3 0> 
PflRT 810 PTN®15--92 ? 

The Part number to be inserted 

The Part to be inserted 



Step 3 Specify the Part to be inserted. 



>To insert a rhythm pattern, specify the rhythm pattern number using 



1/^OFF i + 1X0N , the VALUE slider or the Numeric Keys. 



►To insert Repeat/Tempo Change/Level Change/Label, select the relevant 



parameter with | SELECT , then set the value. 



*How to set each parameter is explained on page 115 (Repeat), 117 (Tempo 
Change), 118 (Level Change) or 119 (Label). 



*To leave this mode, press [EXIT . 



Step 4 Press j ENTER | . 



"Completed" appears in the display showing the insertion is complete. 
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3. Part Copy 
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The Part Copy function copies specified Parts (Source Parts) to 
other Parts (destination). This function may be useful for writing 
a song consisting of repeated patterns. 



Copying Part 1 and 2 to Part 5 and 6 



001 



002 



003 



004 



005 



006 



Rhythm 

Pattern 

A 


Rhythm 
Pattern 
, B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 


Rhythm 

Pattern 
E 


Rhythm 

Pattern 

F 



■r 



001 



002 



003 



004 



005 



006 



007 



008 



Rhythm 

Pattern 

A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

C 


Rhythm 

Pattern 

D 


Rhythm 

Pattern 
A 


Rhythm 

Pattern 

B 


Rhythm 

Pattern 

E 


Rhythm 
Pattern 

F 



^ The Part Copy function cannot copy Parts to a different song. 
*lt is not possible to copy Parts into Parts which are specified as source Parts. 
With the unit set to the Song Write mode and stopped, follow this procedure 
Step 1 Specify the destination Part number using | M \ and j ► | . 



Step 2 Press key pad 11 while holding SHIFT I down. 



ERASE 



II CLOSED HH 



SHIFT 



PART COPY 
REFRAME 



PflRT COPV <bUNG 8 > -^ 

FROM i::|::i: FOR ^"i-: :+= PflRT 

The first Part Number to be copied 

The Number of Parts to be copied 



Step 3 Move the cursor with j -4 \ and | ►■ | , then specify the first Part to be copied 



and the number of Parts (1 -99) to be copied using j - 1/0FF[i + 1X0N 
the VALUE slider or the Numeric Keys. 
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Step 4 Press j PAGE to select the Copy Number setting display. 



PfiRT CiDPV <SONG 9)- -e 
CGPV TINES 1 



Number of copies 



Step 5 Set how many times the Parts should be copied with - I/OFF + 1/ON 



the VALUE siider or the Numeric Keys. (Valid : 1 to 9) 



*To leave this mode, press | EXIT . 



Step 6 Press ENTER . 



"Completed" appears in the display showing the copying is complete. 

*lf you have assigned the destination Part within the Part that has been specified, 
"Part overlap" is displayed, and the Step 2 display returns. When this happens, 
repeat step 3 to 6. 

*lf the specified Part does not exist, "No part exists" is displayed. 
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4. Song Copy 



An entire song can be copied to another song number. 

This function may be useful for retaining the source song data 

before experimenting with various edits. 

With the unit set to the Song Play mode and stopped, follow this procedure : 

Step 1 Specify the source Song number to be copied. 



Step 2 Press key pad 13 while holding j SHIFT j down. 

ERASE 1 3 KICK 



SHiFT 



COPY 



SONG COPV 

S H b' ;> > b Li N S ■^'■ 


Song Number to be copied 



Destination Song Number 



Step 3 Specify the destination Song number using | - 1 /OFF] j + 1 /0N| , the VALUE 
slider or the Numeric Keys. 



*To Jeave this mode, press EXIT . 



Step 4 Press ENTER 



When the destination song does not contain any data, the copying Is done 

and "Completed" appears in the display. 

When there is data in the destination song, the display shows the message 



"Overwrite OK?", if you wish to copy, press ENTER , to cancel, press EXIT . 
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5. Song Clear 



The Song Clear function erases an entire song. Use this function 
to whte a song from scratch. 

With the unit set to the Song Play mode and stopped, follow this procedure ; 

Step 1 Specify the Song number to be cleared. 



Step 2 Press key pad 14 while holding SHIFT down. 



Song Number to be cleared 



ERASE 



SNARE 



SHiFT 



i 



SOHQ CLEAR -(SONG 9 
-+ 4 fl }--- e y o u -B i-i !■"■ e 7 



CLEAR 



*To leave this mode, press EXIT . 



Step 3 Press ENTER 



'Completed" appears showing that the song clear is complete. 
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6. Song Name 



The Song Name function allows you to name each song with up 
to eight characters. 

The Song name you have written appears in the display in the Song 
Play or Write mode. 

With the unit set to the Song Piay mode and stopped, follow this procedure : 

Step 1 Specify the Song number to be named. 



Step 2 Press key pad 15 while holding SHIFT down 



ERASE 



15 PEDAL HH 



SHIFT 



NAME 



GHG HflME 
iJ H G 8 s < - 



Song Name 



Step 3 Move the cursor with | -4 j and | ► [ , then name the Song using ( - IXOFIF 



+ 1/ON , the VALUE slider or the Numeric Keys. 



Pressing the Numeric Keys also switches between numbers and letters/ 
symbols (written at the upper right of each key). To enter a small letter, press 



the Numeric Key while holding [SHIFT down. 



Step 4 Press j ENTER to return to the previous display. 
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m FUNCTIONS FOR SONG PLAY 

1. Continue Play 

This function allows you to start playing a song from the exact 
point where you stopped it, or from any selected bar. 

With the unit set to the Song Play mode and stopped, follow this procedure : 

Stop 1 Move the cursor to "MEAS" with Q] and [►] . then using | - I/OFF 



I + 1/^0N| or Nthe umerlc Keys, specify the bar where you wish to start 
playing. 



SONid < > 

MERS 801? PTNS35-'-0i 



t 

The first bar to be piayed 



Stop 2 Press START/STOP while holding ISHIFT down. 
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2. Song Chain 



In each song, you can specify another song number to be played 
next (in the Chain). By setting a song number to be chained In 
this way, you can play more than one song continuously. 



Song Number 





Song Number 
1 




Song Number 
3 






Song Chain 1 




Song Chain 3 




Song Chain OFF 



With the unit set to the Song Play mode and stopped, follow this procedure 



Step 1 Specify the song number. 



Step 2 Press key pad 1 while holding SHIFT down 



ERASE 



CRASH 1 



SHIFT 



SONG CHAIN 
INST CHANGE 



SONG CHRIN 
SOHG i^ UFF 



Value 



Step 3 Specify the song numbers (0 to 9) to be chained using | - 1/OFF jj + l/ON | , 

the VALUE slider or the Numeric Keys. 

To set the Song Chain function off, select "OFF." To repeat playing one 
song, specify the same song number. 



Step 4 Press ENTER to return to the previous Display. 



The song number you have set here will be shown during song play. 



Chained Song Number 



i 



'=; u HS 8 i- !^ ■■:■ '> 

NEPiS eesi PTNS9i^--ei 
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3. Initial Tempo and Initial Level 



Each song can have a base tempo and level (inttia! tempo and 
level). The initial tempo and level you set w\\\ be automaticalJY 
selected when selecting a song. 



With the unit set to the Song Play mode and stopped, follow this procedure 
Step 1 Specify the song number whose initial tempo or level you wish to set. 



Step 2 Press key pad 2 while holding SHIFT down. 



ERASE 



SH1F1 



CRASH 2 



I HIT PflRfiM'<SOHG e> 



INITIAL PARAMETER 
PIN APPEND 



~1 ^ 

ON/OFF Initial Tempo 



Step 3 Select ON/OFF for the initial tempo using | - 1/QFF [| + I/ON] or the VALUE 
slider. 

ON : The initial tempo you set is used 

OFF : The initial tempo is not used 

Step 4 Move the cursor to the right with !► j , then set the Initial tempo (20 - 250 



bpm) using - l/OFF j + 1 /OU] , or the Numeric Keys. 



Step 5 Press SELECT to select the initial level. 



INIT PRRflM 
$LEUEL= 32 



b ij H G 9 



T 



Initial Level 



Step 6 Set the initial level (0 - 32) using | - IXOFFI j +■ 1/0N| , the VALUE slider 
or the Numeric Keys. 



Step 7 Press | ENTER to return to the previous display. 
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S]FUNCT!ONS FOR SONG PLAY 



This function allows you to search for a label set in a song and 
begin playback from the next rhythm pattern. 

>(:How to set labels is fully explained on page 119. 



With the unit set to the Song Play mode and stopped, follow this procedure : 



Step 1 Press key pad 3 while holding | SHIFT | down. ■ 

Label search begins from the beginning of the song. When the first label is 
found, the display responds with : 



ERASE 



BELL 



SHIFT 



SEARCH LABEL 
PTN EXTRACT 



SEhRCH Ll=iBEL<SONG 8) 
"LfiBEL 91" MEi=iS 0017 



^ J— 

Label Name Bar Number of the rhythm 
pattern which will play from 
the label currently shown. 



*When a label is not -found, the message "Label not found" appears. 



Step 2 To search for another label, press ! - 1 /OFF 1 + 1 /ON ! . 



Song Data 



Label 



Label 



Label 



J'ARAM/iNST. 



-VOFF 


SELECT ($) 


+• 1/ON 









To search the 
previous label 



To search the 
next label 



Step 3 Press ENTER to return to the display of the Song Play mode. 



Step 4 Press | START/STOP | while holding | SHIFT j down, and the song starts playing 
from the label. 
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5. Time Calculate 



This function calculates the time needed for a song to be played 
(or to a specifc bar) according to the initial tempo (see page 130) 
set in the song. 

*The Time Calculate function is not obtained unless the Initial Tempo is set to ON. 



Time Calculation for with the unit set to the Song Play mode and stopped, follow this procedure 

the entire song 

Step 1 Specify the song number for which you wish to caiculate time. 



Step 2 Press key pad 5 while hoiding [ SHIFT j down. 



ei=lASE 



TOM 1 



SHIFT 



TIME CPLC <SOHG 9 
iTOTi=!L SLflP 



TiME CALCULATE 
METRONOME SET 



Step 3 Press Numeric Key 1 to select "TOTAL." 

The display reads "Catculating," showing that the total time is now being 
calculated. The time is later displayed. 



Initial Tempo 



1 



bOHG 9 <J=120> 
jOjflL= 80 3 04 s 35 

f f T 



Hour Minute Second 



Step 4 Press ENTER | to return to the previous display. 



* If The Initial Tempo is set to "OFF," the "Init Tempo Off" message appears 
in the display. 
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Time Calculation up with the unit set to the Song Piay mode and stopped, follow this procedure 

to the specified bar 

Step 1 Play the song up to the bar where you wish to calculate time. 



*You can also specify the bar number using | — t /^OFF 1 1 + 1 /'OH \ or the Numeric 
Keys : with the unit set to the Song Piay mode and stopped, move the cursor 
to "MEAS" with | -^ | and | ► | . then set the bar using | - 1/0Ff1 | + 1 /ON 



the Numeric Keys. In this case, the unit calculates the time needed before the 
specified bar starts playing. 



Step 2 
Step 3 



Press key pad 5 while holding [SHIFT down. 



Press Numeric Key 2 to select "LAP." 

The display reads "Calculating," showing that the time is now being 
calculated. 



Initial Tempo 



i 



SONS <J=120> 
LhP 0052= 00S02S17 



f t t 

Specified bar Hour Minute Second 



Step 4 Press ENTER to return to the previous display. 
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6. Time Display 



The Time Display function checks the elapsed time from the 
moment the song starts playing or resumes playing with the 
Continue Play (see page 128). 

With the unit set to the Song Play mode and stopped, follow this procedure : 



Step 1 Press key pad 6 while holding SHIFT down. 



ERASE 



TOM 2 



SHIFT 



TIME DISPLAY 
SWING SET 



TIME DISPLHV 

:|: F F ■^■ 



OiN/OFF 



Step 2 Select ON/OFF of the Time Display function using | - t/OFF]i + 1X0N | or the 
VALUE slider. 

ON : The playing time is displayed 

OFF : The playing time is not displayed 



Step 3 Press [ ENTER | to return to the previous display. 

With the Time Display function is ON, the display responds during song 
piaying. 



Performance time 



i 



S H S 9 ■-:■ i-"i fi 3 Pi 2 s 1 ? '> 

MEflS 8052 PTNIi20---01 
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7. Time Set 



This function sets the initial tempo so that the song can be played 
within a specified time. 

With the unit set to the Song Play mode and stopped, follow this procedure : 

^The Time Set function is not obtained unless the Initial Tempo (see page 130) 
is set to ON. 

Step 1 Specify the song number which you wish to time set. 



Step 2 Press key pad 7 while holding SHIFT down. 



ERASE 



TOM 3 



SHIFT 



TIME SET 
FLAM SET 



TIME SET 

Z' i-i H Id y = =f= =f= " ■■^- =f= ' =f= ■^'■ 



Hour Minute Second 



Step 3 Move the cursor with j -^ | and j ► | , then set the performance time with 

1-1/OFF! l + IXONl , the VALUE slider or the Numeric Keys. 



Step 4 Press ENTER 



"Calculating ... " appears in the display showing that the initial tempo is now 
being calculated. The set initial tempo is later displayed. 



TIME SET 

INITIAL TEMPO J =18? 



Calculated Initial Tempo 

*When the initial tempo exceeds the 20 to 250 bpm range, the display shows "Out 
of range," and the initial tempo is not entered. 



Step 5 Press j ENTER | again to return to the previous display. 

*lf The Initial Tempo is set to "OFF," the "init Tempo Off" message appears in 
the display. 
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OTHER USEFUL 
FUNCTIONS 

[U Utility P.I 38 

(21 Temporary Assign/Instrument List P.140 

Oinitiaiization P.141 

(UMemory Card (RAM) P.145 

[5]Sync Play P.151 

fBlMIDJ- P.155 
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m UTILITY 



The Utility Mode contains three functions : 

#AvaitabIe Memory (for checking the remaining memory for songs 
and rhythm patterns) 

#AII Song Clear (for erasing all songs stored in memory) 

•All Pattern Clear (for erasing ail the User -programmed patterns) 



1 . Available Memory 



This function allows you to check the remaining memory for songs 
and rhythm pattern data. It is shown as a percentage {%). At 0%, 
no more data can be written. 



Step 1 Press | UTILITY to select the Utility Mode. 



Step 2 Press Numeric Key 3 to select "AVAIL' 



fiUfllLRBLE MEMORV < "■;;::' 
SONG- S!::1 PTN= 78s 69 



t 

Remaining memory for songs (in %) 



J 



Remaining memory for Pattern Bank B (in %) 



Remaining memory for Pattern Bank A (in 



The remaining memory capacity for songs and rhythm patterns is shown. 



Step 3 Press 1 EXIT to return to the menu display. 
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2. All Song Clear 



This function erases all songs in the R-8MK II 



Step 1 Press j UTILITY j to select the Utility Mode. 



Step 2 Press Numeric Key 1 to select "SONG CLR. 



fiLL SONiB CLEPiR 

^^ Press ENTER 



Step 3 Press ENTER . 



HLL bCiNG CLEPiR 



*To leave this mode, press | EXIT | . 



Step 4 Press ENTER 



"Completed" appears in the display showing that all songs has been erased. 



3. All Pattern Clear 



This function erases all the User- programmed pattern data in the 
R-8MK I!. 



Step 1 Press UTILITY to select the Utility Mode. 



Step 2 Press Numeric Key 2 to select "PTN CLR. 



HLL PHTTERH CLEPiR 
^^ Press ENTER. 



Step 3 Press | ENTER j . 



HLL_PfiTTERN CLEPiR 
-^"^ P.t'-B y o u s u r e '? 



=^To leave this mode, press EXIT . 



Step 4 Press ENTER 



"Completed" appears in the display showing that all rhythm patterns have 

been erased. 
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2 TEMPORARY ASSIGN/ 
INSTRUMENT LIST 



The following explains useful functions for Instrument settings ; 
Temporary Assign and Instrument List. 



1. Temporary Assign 



Step 1 



The Temporary Assign function allows you to temporarily assign a 
specified Instrument to all the key pads. That is, even when you are 
editing Sound parameters of an Instrument which has not been 
assigned to any key pad, you can hear the sound by playing the 
key pads. 

*ThB Temporary Assign function cannot be obtaitwd in the Instrument Assign, Multi 

Assign, Performance Parameter setting or Step Write screen where the instrument 

cannot be played by hitting the Itey, pads. 
'(EWhen you play an Instrument that has not been assigned to any key pad using 

the Temporary Assign function, the Performance parameters you have set for each 

key pad will be ignored. 
^ When Temporary Assign is turned on, you cannot select the Pad Banks. 



Press TEMP ASGN 



The Instrument shown in the screen will be assigned to all the key pads. (In 
a screen where the Instrument is not shown; such as in the Real-time Write 
screen, the Instrument last selected will be assigned.) 



Step 2 



To return to the previous condition, press j TEMP ASGN j again. 



2. Instrument List 



The Instrument List function allows you to check which Instruments 
are used in a specific rhythm pattern. 



Step 1 



Step 2 



Press INST LIST 



The following screen will be displayed and the Instrument shown In the 
screen can be played by hitting any key pad (Temporary Assign mode). 

Pattern Bank/Number 
i 



IHST LIST <PT 
091 >H06sDRV-Ki 
f 

instrument 
List Number 



MM > 



Using | - 1/OFF | and [ + l/'ON | or the Numeric Keys, check the Instruments 
used in the rhythm pattern. 



Step 3 Press | INST LIST to return to the previous screen. 
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\3\ INITIALIZATION 



The Initializing function of the R-8MK 
factory preset data. 



II is used to recall the 



initializing Note 
Numbers 



The setting of the note numbers can be returned to the factory 
presets. 



Step 1 Press j MIDI to select the MIDI Mode. 



Step 2 Press Numeric Key 7 to select "NT # INIT. 



HOTE# IHITIflLIZE 
^^ Press ENTERS 



Step 3 Press | ENTER \ . 

The display responds with "Are you sure ? 



Step 4 To continue, press j ENTER | again. 



To stop, press EXIT . 



Initializing Instrument The Instrument assignments to the key pads and the Instrument 
Assignment under Multi Assign can be returned to the factory presets. 



Step 1 Press [INST ASSIGN to select the Instrument Assign Mode. 



Step 2 Press Numeric Key 3 to select "INIT." 



fiSSIGH INIT <flLL> 
H.H. Press ENTER- 



To initialize the entire Instrument Assignment, skip the following step 3, and 
go to step 4. 



Step 3 To Initialize the Instrument of a certain Pad Bank, select the Pad Bank with 



To initialize an instrument In the Multi Assign, press j MULTI . 



Step 4 Press | ENTER | . 

The display responds with "Are you sure ? 



Step 5 To continue, press ENTER 



again. 



To stop, press EXIT . 
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Initializing Sound 
Parameters 



The Sound Parameters can be returned to the factory preset values. 



Step 1 Press [SOUND to select the Sound Edit Mode. 



142 



Step 2 Press Numeric Key 3 to select "INIT." 



SOUND INIT 

ii SOUND SPILL 



Step 3 Specify the Instrument to be initialized with the Numeric Keys. 

To initialize a specific Instrument, press Numeric Key 1. 



SOUND INIT'::HCRSH-C9::' 
■^ -^ P r- e E. s E H T E R « 



To initialize all the Instruments, press Numeric Key 2. 



SOUND INIT <i=iLL> 
^^ Press ENTER = 



*lf you have pressed Numeric Key 2 in the above step, skip step 4 and go to step 
5. 



Step 4 Tap the key pad that corresponds to the Instrument to be initialized. 
If necessary, change Pad Banks with 



<K 



» 



Step 5 Press ENTER . 



The display responds with "Are you sure ? 



Step 6 To continue, press j ENTER I again. 



To stop, press EXIT | . 



Clearing Performance The Performance parameters of all the key pads can be cleared 
Parameters (Pan - OFF, all the other parameters = 0). 



Step 1 Press | PERFORM | to select the Performance Edit Mode. 



Step 2 Press Numeric Key 3 to select "CLEAR." 



PERFORM CLERR <P!LL> 
_:, ^ p j.-. e :=. s E h-l T E F: « 



To initialize the Performance parameters of all the key pads, skip the following 
step 3, then go to step 4. 



Step 3 To initialize Performance parameters of a certain Pad Bank, select the Pad Bank 

with r<i[>i - 



To Initialize Performance parameters in the Multi Assign, press MULT! 



Step 4 Press | ENTER 



The display responds with "Are you sure?". 



Step 5 To continue, press | EMTER | again. 



To stop, press [ EXIT . 



Clearing Feel Patches The settings of the Feel Patches can be cleared. 



Step 1 Press | FEEL to select the Feel Edit Mode. 



Step 2 Press Numeric Key 1 to select "PATCH." 



Step 3 Specify the Feel Patch number to be cleared 



Step 4 Press EXITj to return to the Menu Display, then select "CLEAR" by pressing 



Numeric Key 7. 



Feel Patch Number 



i 



FEEL PATCH i::LEHR<#0> 
■^ -+ F' r e ■=- s E h-l T E R n 



Step 5 Press | ENTER j . 

The display responds with "Are you sure ? 



Step 6 To continue, press j ENTER j again. 
To stop, press | EXIT | . 
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Initializing the 
R-8MK I! 



All data in the R-8MKil can be initialized. The demonstration songs 
/User Patterns (Preset Patterns are copied to Pattern Numbers 00 
to 31) and Fee! Patches are also set. 



Step 1 
Step 2 



Switch the R-8MK II off. 



While holding PAGE and SELECT down, switch the unit on. 



CURSOR- 
PAGE 



- 1 /OFF 



-PARAM/'iNST. 

SELECT (S) 



+ 1/ON 



POWER 
1.0N /mOFF 



^TEM IHITIHLIZE 



Pr 



EHTER 



Step 4 Press ENTER . 



The display responds with "Are you sure ? 



Step 5 To continue, press [ ENTER | again. 
To stop, press [ EXIT j . 
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a] MEMORY CARD (RAM) 



All data programmed In the R-8MKII, such as rhythm patterns, 
songs, Sound Parameters and Performance Parameters can be saved 
onto a RAM card (optional). 

*The Sound ROM card cannot hold the R-SMKII's data. 



Notes on using a •Use only an M-256E RAM card. 

RAM card 

•Read the instructions supplied with the card carefully. 

•Normally, ^set the protect switch on the RAM card to the ON 
. iposition to protect data. Set it to OFF only when saving data onto 
* ' 'the card. *' 

•Inserting a RAM card with the protect switch "OFF" into the ROM 
i» card slot will damage the data on the RAM card.'When using the 

card again later, you'll be required to format it. 

•If you keep the RAM card connected to the R-8MK[| with the R- 
8MK II switched off, the lithium battery in the card will be drained. 
When you switch off the R-8MK ll, remove the card. 

•If an error message is shown in the display, correct the problem 
as explained in the "Error Message Table" on page 175. 

•Do not switch off the unit while loading (or saving) data from (or 
to) a RAM card. Data on the card or in the internal memory of the 
R-BMKll may be erased. 
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1. Formatting 



To save data onto a brand new RAM card or one used by another 
unit, the following formatting procedure is required. Formatting 
saves all in the R-8MKII onto the card. 

* Formatting will erase any previous data stored on the RAM card. 

Step 1 Insert the RAM card into the RAM Card Slot securely (it should click into 

place). 



MEMORY CARD2 (RAM) MEMORY CARD1 (ROM) 



] [ 



Card Number 2 is indicated 



MODE 


PATTERN 


TEMPO 


EDIT 


, 


)i 2 8 


(N5T UT!L 




CARD 


1 2 


PAD BANK 


A 


ASSIGN 


\. 



Step 2 Set the protect switch on the RAM card to OFF. 




Step 3 Press j CARD j to select the Card Mode. 



MODE 



SONG 


PATTERN 


MO 









INST ASSIGN CARD 



UTILITY 



ULORD RRM 
EIFORHhT 



iSPlUE RAM 
2L0HD KUM 
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Step 4 Press Numeric Key 3 to select "FORMAT." 



Hf you are using a brand new card, the Card Name setting display 
appears : 



RfiM CARD FORMi=iT 
CfiRD NRMEs< 



Hf any data is written on the card, the following display appears 



RhM CRRD FORMfiT 
Data exist s FORMPT? 



To continue, press | ENTER | , and to stop, press | EXIT | . 



^If the RAM card is not connected correctly, the "Card not ready" message appears. 
If this happens, remove the card, reinsert it properly, then repeat the procedure. 

=t=!f the connected card cannot be used with the R-8MKII, the "improper card" 
message appears. 



Step 5 Move the cursor with j -^ j and \W]. then create a card name with | - I/OFF 



+ 1/ON , the VALUE slider, or the Numeric Keys. 



Pressing a Numeric Key also switches between numbers and letters/symbols 
mode (marlced at the upper right of the keys). If you wish to use small 
letters, press a Numeric Key while holding | SHIFT | down. 



Step 6 Press ENTER . 



RfiN_i::nRD FORMfiT 
-if- -^ R !■"■ a y o u s u r a 



*To leave this mode, press EXIT . 



Step 7 Press j ENTER | again. 

"Completed" appears showing the card is now formatted. 

Step 8 Set the protect switch on the card back to ON. 
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2. Save 



The save procedure copies data from the R-8MK 11 onto a RAM 
card. 

*To save data onto a brand new RAM card (or one previousiy used by another unit, 
such as the R-8), the formatting procedure (see page 146) is required. Formatting 
copies all data in the R-8MKII onto the RAM card. 

Step 1 Insert the RAM card into the RAM Card Slot securely (it should click into 

place). 

Step 2 Set the protect switch on the RAM card to OFF. 



Step 3 Press CARD to select the Card Mode. 



Step 4 Press Numeric Key 2 to select "SAVE RAM. 



Si=iUE TO RRM CHRD 
aSEQ-i-SETUPiSEQSSETIJP 



Step 5 Specify the data group to be saved using Numeric Keys 1 to 3. 

Normally, use the "SEQ + SETUP." 

If you have selected "SETUP," the Display responds v^lth "Are you sure?". 

You can skip step 6. 

1 SEQ + SETUP :Saving SEQ and SETUP data. 

2 SEQ :Saving Rhythm Patterns (Pattern Bank A/B) and song data. 

3 SETUP :Saving instrument Assign, Sound Parameters, Performance 

Parameters, Level Parameters, Feel Patches, Metronome, Roll, 
Sync Mode, and setting of MIDI functions. 

Step 6 If you have selected "SEQ + SETUP" or "SEQ," select the Pattern Bank to 



be saved with PTN BANK , then press j ENTER 



The Display responds with "Are you sure ? ". 

Selected data group Card Name 
i i 



SfiUE <S-i-S>i^riiJSIC i 



T 



Pattern Bank to be saved 



Step 7 Press [ ENTER 



"Completed" appears showing data is now saved onto the card. 



*To leave this mode, press EXIT). 



Step 8 Set the protect switch on the card back to ON. 
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3. Load 



The Load procedure copies data on a RAM card into the R-8MK 
II. 

*lt is possible to load the R-8's data into the R-8MK II. If loaded, however, the 
R-8's Instruments will be automatically replaced with the corresponding Instruments 
of the R - 8MK II, since the internal Instruments of these two units are different 
(refer to the next page). Therefore, the Instruments may sound slightly different 
on the R-8MK !l. 

Step 1 Insert the RAM card into the RAM Card Slot securely (it should click into 

■ place). 



■ -Step.' 2 



Step 4 



Press CARD to select the CardrMode;. -' 
^—TT^ — ' •■■-■'■.--■-.■ 



Step 3 Press Numeric Key 1 to select "LOAD RAM." 



LORD FROM RnM CfiRD 
aSEQ-fSETUPiSEQEISETUP 



Specify the data group to be loaded using Numeric Keys 1 to 3. 

Normally, use the "SEQ + SETUP." 

If you have selected "SETUP," the Display responds with "Are you sure?". 

You can skip step 5. 



1 SEQ + SETUP :Loading SEQ and SETUP data. 

2 SEQ :Loading Rhythm Patterns (Pattern Bank A/B) and song data. 

3 SETUP :Loadlng Instrument Assign, Sound Parameters, Performance 

Parameters, Level Parameters, Feel Patches, Metronome, RotI, 
Sync Mode, and setting of MIDI functions. 

Step 5 If you have selected "SEQ + SETUP" or "SEQ," select the Pattern Bank w^here 



the Rhythm Pattern will be loaded with | PTN BANK | . then press [ ENTER 1 . 

The Display responds with "Are you sure?". 



Selected data 


group 


Card 
1 


Name 




LORD <E 
■^■^ PTN 


; 4. q •■■. 

EnN 


■iMUS 

< s m? 


IC 


1 



Destination Pattern Bank 

if you try to load the R-8's data, following message will apper. In this case, 
press 



ENTER 



LORD <s+s>-^r'iusic i 

-> -^ R- S d a t. a » C: ci ri '■.-' e r t- '? 



Step 6 Press j ENTER 



"Completed" appears showing data is now loaded into the R-8MK li. 



*To leave this mode, press | EXIT | . 
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instrument conversion : loading R-8 data into the R- 8MK1 





R-8 » 


<^ 


R-BMKII 




R'B . 


^ 


R-8MK li 


1 


DRY_K1 


K06 


DRY_K1 


35 


P0WR„T4 


T16 


R0CK_T4 


2 


DRY_K2 


K07 


EZ_K 


36 


D00M_T1 


T25 


D00M_T1 


3 


W00D_K1 


K30 


W00D_K3 


37 


CLSD_H1 


H04 


CLSD_H4 


4 


DBLH_K1 


K22 


R00M_K4 


38 


0PEN_H1 


H05 


0PEN_H4 


5 


DBLH„K2 


K04 


DBLH„K3 


39 


PDAL_H1 


HOB 


PDAL_H4 


6 


SOLID_K 


K25 


SOLiD^K 


40 


CRSH__C1 


Y01 


CRSH_C9 


7 


R00M_K1 


K19 


R00M_K1 


41 


MLLT_C1 


Y10 


MLLT_C2 


8 


R00M_K2 


K20 


R00M_K2 ■ 


42 


RIDE„C1 


Y05 


RI0E_C3 


9 


MONDb_K 


K16 


MONDO_K . 


43 


RDBL_C1 


YDS 


RDBL_C3 


10 


W00D_S1 


S27 


wooD_s; 


44 


BELL_C1 


Y07 


BELL_„C3 


11 


0PEN_S1 


SI 6 


REAL_S 


45 


aOSCLAP 


P54. 


808CLAP 


12 


T!GHT_S 


S24 


TIGHT_S 


46 


0PEN_D1 


P35 


OPN_„SRD 


13 


NfCE_S1 


S10 


LA_S 


47 


TAIK01 


P41 


TA!K02 


14 


FAT„S1 


S06 


FAT_S1 


48 


CLAVE1 


P20 


CLAVE1 


15 


IMPCT_S 


S20 


SHARP_S 


49 


CABASA1 


P26 


CABASA1 


16 


SNAP_S1 


S02 


BR!TE_S 


50 


C0WBEL1 


P01 


C0WBEL1 


17 


OUCH„S 


SOB 


GATE_S 


51 


TAMBRN1 


P03 


TAMBRN1 


18 


RVB_S1 


SI 9 


RVB_S1 


52 


SHAKER1 


P25 


SHAKER1 


19 


PICL_S1 


S13 


PiCL_S1 


53 


MUTE_CG 


PI 7 


MUTE^CG 


20 


RIMSHT1 


317 


RIMSHT1 


54 


SLAP_CG 


PI 6 


SLAP_CG 


21 


RIMSHT2 


S07 


FUNK_S 


55 


LOW_CG 


PI 4 


LOW„CG 


22 


SIDSTK1 


S39 


SIDSTK1 


56 


SUD_CG 


PI 5 


SL1D_CG 


23 


SIDSTK2 


S40 


S1DSTK4 


57 


AG0GO1 


P29 


AG0G01 


24 


DRY_T1 


T01 


ATAK_T1 


58 


OCT_AGG 


P30 


OCT_AGG 


25 


DRY_T2 


T02 


ATAK_T2 


59 


WHISTL1 


P27 


WHISTL1 


26 


DRY_T3 


T03 


ATAK_T3 


60 


WHISTL2 


P28 


WH!STL2 


27 


DRY_T4 


T04 


ATAK_T4 


61 


CAN1 


P42 


CANS 


28 


R00M_T1 


j^j 


R00M_T1 


62 


BACK_S1 


X09 


BACK_S1 


29 


R00M_T2 


TIB 


R00M_T2 


63 


BACK_T1 


XI 


BACK_T1 


30 


R00M_T3 


T19 


R00M_T3 


64 


BACK_C1 


XII 


BACK_C2 


31 


R00M_T4 


T20 


R00M_T4 


65 


SPARK1 


X07 


SPARK1 


32 


P0WR_T1 


T13 


R0CK_T1 


66 


SURF 


X12 


BACK_GO 


33 


P0WR_T2 


T14 


R0CK_T2 


67 


WHEEL1 


X08 


WHEEL2 


34 


P0WR_T3 


T15 


R0CK_T3 


68 


REST 


R01 


REST 



* Rhythm Patterns (00 - 99) on the R-8 are ioaded to patterns AOO - A99 in 
the R-8MK II. 
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5 SYNC PLAY 



The R-8MKII can synchronize (sync) to other MIDI equipment or 
an MTR (muiti track recorder). 



1 . Sync Mode Setting 



You can determine what kind of device the R-8MKii should sync 
to. 

With the unit set to the Song or Pattern Mode and stopped, follow this 
procedure : 



Step 1 Tap key pad 16 while holding [SHIFT | down. 

EBASE 1 B CLAP 



SHIFT 



SYNC 



SVHC MODE SELECT 
:^aHTERNflL=^: ■ 



Step 2 Select one of the three Sync Modes using | - 1 XQFF | i + 1 /ON | , or the VALUE 
sjider. 



INTERNAL 

TAPE 

MIDI 



An external device syncs to the R-8MK II 

The R'SMK II syncs to the sync signal recorded on an MTR 

The R-8MKII syncs to the MIDI clock signal of an external MIDI 

device 



*When the Sync mode is set to MIDI (TAPE) but clock signals (Sync signals) are 
not being received, the Roll effect cannot be obtained with the Key pads. 



Step 3 Press | ENTER j to select the previous display. 



Tempo Display 



If the "MIDI" or "TAPE" Sync Mode is selected, the tempo display 
will be as shown below, and tempo control is not available from 
the R-8MK II. 
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.e 



1 N 








*^ " ' 


1IDI 
Stopped 




Playing 


"^ 1 TAPE 
1 1 Stopped 




Playing 


\ 




TEMPO 




TEMPO 




TEMPO 




TEMPO 






M I D 


P'i i d 


TfiP 


tap 





'"f I START/STOP i is pressed without any sync signal fed into the R-8MKil, 
the display indicates the playing, but the R-8MK II does not start playing 
until the sync signal is received from the external device. 
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2. MIDI Sync 



When the R-8MK il 
is a master device 



In MIDI sync, the R-8MKII functions as a master or slave device. 

To control an externa! device with the R-SMKII's Start/Stop or 
tempo messages, set up the R-8MK 11 with an external device as 
shown below. 



Master 


MIDI OUT 




Slave 


R-8MK1I 


MIDI IN 


MIDI Device 







Sync Mode : INTERNAL 



When the R-8MK1I 
is a slave device 



Hi When the slave device (external device) can receive MIDI Song Select or Song 
Position Pointer messages, the song numbers/bar numbers set on the R-8MKJ1 
are also seiected on the slave device. 

To control the R-8MK li with the Start/Stop or tempo messages 
from an external device, set up the R-8MKII and the external 
device as shown below. 



Master 


MIDI OUT 


MIDI IN 


Slave 


MIDI Device 


R-8MK II 







Sync Mode : MIDI 

*When the master device (external device) can transmit MIDI Song Select or Song 
Position Pointer messages, the song numbBrs/bar numbers set on the external 
device are also selected on the R-BMKII. 
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3. Tape Sync 



Recording Sync 
signals 



The R-8MK II can sync to an FSK (synchronizing) signal recorded 
on an MTR. You can use the R-8MKII as a tape sync interface 
to make another MIDI device (which does not feature a tape sync 
function) play in time with an FSK signal recorded on an MTR. 

To record tape sync signals from the R-8MKII to an MTR, follow 
this procedure : 





TAPE SYNC 
OUT 


LINE IN 




R-8MKI1 


.MTR 







♦ 



*When recording tape sync signals, do not use noise reduction or an equalizer ; 
devices will cause problems. If you cannot avoid using them in recording (because 
of the specifications of the MTR), you must use them in exactly the same settings 
during playback. 

Step 1 Set the Sync Mode of the R-8MK II to "INTERNAL" (see page 151). 

Step 2 Adjust the recording level (approx.- 10 to - 3VU) on the MTR. 

*When the R-8MK II is stopped, pilot signals are always output from the TAPE 
SYNC OUT jack. 

Step 3 Set the tempo for the sync play. 

Step 4 Start recording on the MTR first, then start the R-8MKII a few seconds later. 

Step 5 When the R-8MKII stops playing, wait for a few seconds and stop the MTR. 
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Sync Play 



The R-8MK II syncs to the MTR's tape sync signals. 



MIR 


LINE OUT 


TAPE SYNC IN 


R-8MKII 







Step 1 Rewind the tape until the pilot tone changes to a modulated (changing) tone. 

Step 2 Set the Sync mode of the R-SMK II to "TAPE" (see page 151). 

Step 3 Start the MTR.(Set the track with the tape sync signals to the Play mode, and 

the other tracks to the Recording mode if necessary.) 



Step 4 Press | START/STOP | on the R-8MKII. 



*Be sure to press | STARTXSTOP | before the pilot tone changes to a modulated 
tone. 



When the tones change, the R-8MKII synchronizes to the tape sync signals. 

4: It is not possible to start tape sync while the tape is playing. 

*When tape sync cannot be achieved, adjust the output level of the tape sync signals 
and repeat the procedure. If you still cannot achieve proper sync, record the tape 
sync signals again at a different level. 
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IS MIDI 



The R-8MK II can be played using an external MIDI device, or can 
play an external rhythm machine or MIDI module. Also, using MIDI 
Exclusive messages, all data in the internal memory of the R-8MK 
li can be transferred to an external device. 



1. MIDI Message Communication 



MIDI stands for Musical Instrument Digital interface, an international standard 
for communication between musical instruments. MIDI compatible devices can 
exchange performance information (what notes were played, for how long, at 
what volume, etc.) wrth other MIDI devices, even if they are of a different 
model or made by a different manufacturer. 

Under the MIDI standard, performance events such as playing on a keyboard, 
or depressing a pedal are handled as MID! message. 



MIDI Connectors 




MIDI messages are transmitted or received (via special MIDI cables) through 
the following MID! connectors : 

MIDI IN :This connector receives MIDI messages sent from an external MIDI 

device. 
MIDI OUT :The R-8MK II sends MIDI messages through this connector. 
MIDI THRU :An exact copy of the MID! messages received from MIDI IN are sent 

out through this connector. 

* Using MIDI THRU connectors, it is theoretically possible to connect many MIDI 
devices. However, 4-5 devices seems to be the practical limit. The more devices 
you connect in your system, the greater the chance of signal delay or deterioration. 



MIDI Channels 



The MIDI standard allows for the simultaneous transmission of different MIDI 
messages to several MIDI devices through one MIDI cable. This is made 
possible by the use of MIDI channels. MIDI channels are similar to those 
found on a TV. By changing TV channels, you can watch programs of many 
different TV stations. That is, when the channel of the receiver matches that 
of the transmitter, the corresponding channel messages are transferred. 

TV messages from various TV stations are sent 
through the antenna's cable. 



TV 


station 


A 




TV 


station 


e 




TV 


station 


c 




Select the channel of the 
TV station you wish to 
watch. 



155 



EJMIDI 



MIDI provides 16 channels. MIDI messages are only transmitted when the 
receiver's MIDI channel matches that of the transmitter. For instance, if the 
MIDI channels are set as follows, only Sound Module B will sound by playing 
the keyboard : 



MIDI OUT 



MIDI IN 



MIDI THRU 



Transmit channel : 1 



BSffl 

lied ti 



:ci3 



!!illllHi!l!llll!!fiHIII!IIIH!l 



Recieve channel : 2 



Recieve- channel : 1 y MIDI IN 



ooS^^a dStodxri© 



MIDI messages used 
on the R-8MK I! 



There are a variety of MIDI messages, each carrying different types of 
information. MIDI messages are divided Into two categories : 'Channel 
messages' that are dealt with in each individual MIDI channel, and 'System 
messages' which are dealt with r^^ardless of the MIDI channel setting. 



< Channel Messages > 

These messages are used mainly for transmitting performance information. 
Normally, you can control almost everything using Channel messages. How 
each MIDI message controls the system varies depending on the setting on 
the receiving device. 

• Note Messages 

Note messages are for playing sounds and carry the following information : 
Note Number :The pitch of a sound (the number that represents the position on 

the keyboard). 
Note On :Pressing a key (or key pad in this case). 

Note Off :Releasing a key. 

Velocity :The strength with which a key pad is played. 

*The notes on a MIDI keyboard are represented by the numbers to 127. Middle 
C (C4) is obtained by playing Note Number 60. 

* R - 8MK i i does not send Note Off messages immediately after a Key Pad is hit. 
There is a short interval after which Note Off messages are sent. 

*ThB R-8MKII has been set so that the sound will not be cut even when it receives 
a Note Off message. This is because all the internal Instruments will naturally decay 
even without receiving a Note Off. However, if you wish to use the R - 8MKII as 
a sound module for a keyboard, you may wish to mute a sound when releasing 
a key. If so, turn on the Note Off Switch. 
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Generally speaking, a Note Number defines the pitch of a note. On Rhythm 
machines, however. Note Numbers define drum voices (Instruments). The R- 
SMKll contains an Instrument Section that allows you to play various 
Instruments with Note Numbers and Performance Sections where the sound 
of one Instrument is changed with different Note Numbers. 

• Program Change Messages 

Normally, Program Change messages are used for sound selection. Program 
Change numbers 1-128 are used for selecting corresponding sounds. The 
R-8MKII allows you to select a Rhythm Pattern/Feel Patch from an external 
MIDI device on the receive channel of the Instrument Section. 

• Control Change Messages 

Control Change messages include Modulation and Pan functions, and are used 
for enhancing performance expression. Each function uses a different Control 
Number. The available functions vary depending on the MIDI device used. The 
R-8MKII allows you to control the Pan or a certain parameter from an 
external MIDI device. ' « *. 



< System Messages > 

System messages include Exclusive messages , messages needed for 
synchronization, system monitoring, etc. 

• Common Messages 

Common messages include Song Select, Song Position, etc. 

• Real-time Messages 

These messages, used for synchronizing to an external device, include Tempo 
Clock, Start/Stop and Continue Start. 

• Active Sensing Messages 

These messages are used to monitor the integrity of the MIDI connections. 
If MIDI messages are not received periodically, the MIDI device will reset. 
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• Exclusive Messages 

Exclusive messages deal with things unique to a specific machine. Exclusive 
messages can only be exchanged between two identical devices {eg., two R- 
8MK li s). For a detailed explanation, see MIDI Implementation (c7-P.197). 



MIDI Implementation Chart 

MIDi allows many different musical instruments and devices to exchange data. It 
is not necessarily the case, however, that ail MIDI messages can be received by all 
MIDI devices. 

For example, you may try to use a keyboard to provide control over Aftertouch, 
but if the sound module you have connected doesn't respond to Aftertouch, no 
effect will be obtained. The only way two devices can exchange a given MIDi 
message is if the particular function.. is gommon to both units. To help you quickly 
determine how compatible two devices are, a MIDi implementation chart is provided 
in the owner's manual of each device. By comparing the charts, you can see how 
the MIDI messages of one device will be received by the other. The charts are 
standardized so comparison is a simple matter. 



rJf 
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2. MIDI Function Settings 



The R-8MK II transmits and receives MIDI messages as shown 
beiow. 



Channel Message 



MIDI IN 



Function Switch 



Instrument Section 
(Transmit & Receive) 




Transmit Ch 




Receive Ch 


Note Number 


Control Change 









Performance 
Section 1 (Receive) 



Receive Ch 



Performance 
Assign 



MIDI OUT 



Instrument Section 



Performance Section 
1 to 4 



The Instrument section should be set when you play the R-SMKii's 
rhythm voices with external MIDI equipment. In this section, a note 
number is assigned to each Instrument 

It is possible to play the Instrunnents according to the assigned note numbers 
with performance data sent from an external MIDI device, or to play more 
than one MIDI device with the performance data of the R-8MKil. 

The Performance section should be set when you play the R-SMKll 
as a synthesizer sound module using an external MIDI keyboard. 

In this section, one Instrument is assigned to each of four sections. The 
parameters (Pitch/Decay/Nuance/Pan) of the assigned instrument can be 
changed depending on the keys you play on the keyboard. 
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a. Transmit Channel (Instrument Section) 



Step 1 



When playing an external MIDI sound module with the performance 
data (note messages) sent from the R-8MK II , the transmit channel 
of the R-8MK II can be set for each Instrument. 
When using only one MIDI sound module, set the transmit channels 
of all the Instruments to the same number. When using more than 
one MIDI sound module, set different channels if necessary to 
differentiate Instruments. 

*The Note number setting of each Instrument (programmed at the factory) is shown 
on page 194. 



Press MIDI to select the MIDI mode. 



• '■ ■■- '. '^ ■ 



MODE 



SONG 


PATTERN 


MIDI 










!NST ASSIGN 


CARD 


U 


lin 


Y 













BHOTEt 



0RX CH 
^FUNCTION^'- 



Step 2 Press Numeric Key 1 to select "TX CH. 



TRflHSNIT CHhHNEL 
•::Hi::RSH„C9>= 19 



Instrument Transmit Ch 



Step 3 Tap the key pad for the Instrument whose transmit channel is to be set. 

Change Pad Banks with 



<e 



» 



, if necessary. 



Step 4 Set the transmit channel (1 to 16} with | - 1 /OFF 1 1 + 1 /ON | , the VALUE 
slider or the Numeric Keys. 



Step 5 To continue, and set the transmit channels of another Instrument, repeat steps 

3 and 4. 



Step 6 Press EXIT to return to the Menu Display. 
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b. Receive Channel (Instrument Section/Performance Section) 

This sets the R-SMKM's receive channel for each section where 
MIDI messages are received from an external MIDI device. 

*The receive channel of the instrument Section is the Basic channel on which 
Exclusive messages are received. 

*Set the receive channels of the Performance section and Instrument section to 
different numbers. If they are set to the same number, the Instrument section will 
be given priority. 

Step 1 With the Menu Display shown in the MIDI mode, press Numeric Key 2 to select 

"RX CH." 



RECEIUE CHMHHEL 
■$IHSJ SECTION = 19 



1^ 

Section 



t 

Receive Ch 



Step 2 Using SELECT , select the section whose receive channel is to be set. 



J'ARAM/INST. 



- 1/OFF SELECT ($) + 1/ON 



INST SECTION 
PFM SECTION 
PFM SECTION 
PFM SECTION 
PFM SECTION 



(Instrument Section) 

1 (Performance Section 1) 

2 (Performance Section2) 

3 (Performance SectionS) 

4 (Performance Section4) 



Step 3 Set the receive channel (1 to 16) with j - 1/0FF|| + 1/0N| , the VALUE slider 
or the Numeric Keys. 



*Set the unused Performance section to "OFF." (OFF cannot be set with the 
Numeric Keys.) 



Step 4 Press | EXIT to return to the Menu Display. 
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c. Note Numbers (Instrument Section) 

When Note messages are received on the receive channel set in the 
instrument section, the Note numbers determine which Instruments 
will be played. When the R-8MK II transmits Note messages, the 
note numbers set here will be used (see page 171). 

* Preset settings for Note numbers are shown on page 194. 

Step 1 With the Menu Display shown in the MIDI mode, press Numeric Key 3 to select 

"NOTE #." 



NOTE NUMBER ftSSIGN 
<nnTNK„T2>- 843 (iB 2> 

- f T f 

Instrument Note number j^jq^q Name 

, Step 2* Tap the key pad -for the Instrument whose note number is to be setf 

Change Pad Banks*with [s]|5}' if " tit^essary. 

*lf you wish to select an Instrument that has not been assigned to any Key Pad, 
select it by pressing | - 1 /'OFF] and [ 4- I/'ON] while holding | SHIFT | down. 



Step 3 Set the note number (0 to 127) with | - 1 /OFF j | + 1 /ON | . the VALUE slider 

or the Numeric Keys. 



^ If you wish to select an Instrument that has not been assigned to any Key Pad, 



select It by pressing | - 1 /OFF | and | + 1 /ON ) while holding | SHiFT | down. 
*Set instruments that do not receive or transmit Note messages to "OFF." (This 
cannot be set with the Numeric Keys.) 



Step 4 To continue, and set the note numbers of another Instrument, repeat steps 2 
and 3. 



Step 5 



Press EXIT to return to the Menu Display. 



.If you wish to monitor/set the Note Number of an Instrument used in a Rhythm 
Pattern, you can easily select the relevant Instrument as shown below : 

® Select the Rhythm Pattern without changing to the MIDI mode (while in the 
Pattern mode). 

©Press I MIDI | , and then select "NOTE#" by pressing 3 on the Numeric Keys. 



) Press I INST LIST | . This will cause the screen to show the Instrument used in 
the Rhythm Pattern. You can specify the Instnjment to be monitored using 
I - 1 /OFF j and 1 -f l/ONj . 



' Press I INST LISTI . This will retrieve the previous screen and the Note Number 
of the selected Instrument will be displayed. 
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d. Function Switch (Instrument Section/Performance Section) 



Function switches select whether or not to receive MiD! channel 
messages. There are other switches for selecting transmission and 
reception. They are Note Off, Pan, Program Change and Exclusive 
switches. 



-• • 



Channel Message 
Switch 



MIDI IN 



-O 



,v 



Exclusive Switch 

-^^o 



Note Off Switch 

^\^- 



Pan Switch 

oV 



Program Change Switch 

c^o 



Note On 



Control Change (except for Pan) 



*ThB setting of the Function Switch is relevant to all sections. 



Description of 
Function Switches 



^Channel Message Switch 

This selects whether or not to transmit and receive Channel messages (Note 
/Program Change/Control Change). 



*lf the Channel Message Switch is set "OFF," no Channel messages are transmitted 
or received, regardless of the settings of the Note Off, Pan or Program Change 
switches. 

•Note Off Switch 

This selects whether or not to receive Note Off (or Note On with Velocity 
zero) messages sent by releasing Keys on a keyboard. Normaliy it should 
be set to "OFF," and set to "ON" to mute a long decay sound. 



ON The Instrument of the note number is muted upon receiving Note Off. 
Level 




Note On 



Time 



Note Off 



OFF The Instrument of the note number is not muted even when Note Off 
Is received. 
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•Pan Switch 

This selects whether or not to control the pan (Control Change number 10) 
from an external MIDI device. 

ON :The pan of the instrument in the section which receives Pan messages 
(if it is in the Instrument section, all the instruments) is changed and 
remains active until another Pan message is received. 

OFF :Pan messages are not received. 

*The Pan messages can control only the Sound played by the MIDI messages received 
at MIDI IN, but cannot control the sound (Song Play or Pattern Play) played by 
the R-8MK !l itself. 

*When the Pan Switch is set to "ON," the Pan assigned to the other Control 
Change numbers will be invalid. 



^Program Change Switch 

This selects whether or not to receive Program Change messages. 

ON :Pattern NumberSy/Fee! Patch Numbers are changed according to the 
Program Change Numbers received on the Basic Channel (receive 
channel of the Instrument section). 



Mode 


Receivable 

Range 


Operation 


Song Play 
Mode 


1 -8/128 


Changes to the Feei Patch that is one number smaller than 
the receiving number. The selected Feei Patch is retained 
until it is changed to another Feel Patch or cancelled. 
"128" will cancel the assignment of the Feel Patches. 


Pattern 
Play Mode 


1 -100/ 
101, 102 


Changes to the Rhythm Pattern that is one number smaller 
than the receiving number. 

"101" will change to Pad Bank A. "102" will change to 
Pad Bank B. 



OFF :Program Changes are not received. 

*Even if the Program Change Switch is set to "ON," no Program Change is received 
if the unit Is set to modes other than Song Play or Pattern Play mode. 

*!f the Program Change Switch is set to "ON" in the Song Playing mode, the Fee! 
Patch assigned to each rhythm pattern will be ignored. 



^Exclusive Switch 

This selects whether or not to receive MIDI Exclusive messages. 

ON lExcIusive messages are received when the R-8MK1I is stopped. 
OFF :Exclusive messages are not received. 
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Now, let's set the Function Switches. 

Step 1 With the Menu Display shown in the MIDI mode, press Numeric Key 4 to select 

"FUNCTION." 



FUNiJTION SWITCH 
$CH MESSRGE = =■^=0!■■■l=■^: 



T 



Function Switch 



Value 



Step 2 Using | SELECT , specify the Function Switch to be used. 



-PAHAU/INST- 



i/OFF SELECT ($) + 1/ON 



$ CH MESSAGE (Channel Message SW) 

$ NOTE OFF (Note Off SW) 

$ PANPOT (Pan SW) 

$ PGM CHANGE (Program Change 3W) 

$ EXCLSV RX (Exclusive SW) 



Step 3 Select ON or OFF with - IXOFFj + 1/ON , or the VALUE slider, 



Step 4 To continue, and set the other switches, repeat steps 2 and 3. 



Step 5 Press | EXIT | to return to the Menu Display. 
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e. Control Change (instrument Section) 



Control Change messages (Modulation and Genera! purpose controls 
1 to 8) sent from an external MIDI device can control a parameter 
(Pitch, Decay, Nuance or Pan) of the specified instrument. 
Once the Control Change is set, the corresponding Control Change 
(the value of the specified parameter) is transmitted when the 
specified Instrument is played. 

If you record these performance messages into a MIDI sequencer 
from the R-8MKII, the instruments will be played back faithfully 
on the R-8MK 11 by the recorded performance data. 



w 



Step 1 With the Menu Display shown in .the MIDI mode, press Numeric Key 5 to select 

"CTRL CHG." . 

Control change 

^ . il 



CTRL CHNNGE ^MODUL 



Instrument 



Parameter 



Step 2 Using SELECT , select one of the Control Changes. 



J=ARAM/INST. 



- 1 /OFF SELECT ( $ ) 



+ !/0N 



MODUL (1) 


CTRL- 


-1 06) 


CTRL- 


-2 (17) 


CTRL- 


-3 (18) 


CTRL- 


-4 (19) 


CTRL- 


- 5 (80) 


CTRL- 


-6 (81) 


CTRL- 


-7 (82) 


CTRL- 


- 8 (83) 



*The numbers shown in ( ) represent Control Change numbers. 

Step 3 Press the key pad that corresponds to the Instrument that transmits or receives 

the Control Change. 



Step 4 Using | - 1 /OFF | | + 1 /^ONJ or the VALUE slider, specify the parameter 
(Parameters : PITCH, DECAY. NUANCE or PAN). 



* "Pitch" cannot be selected with CTRL - 5 to 8. 



*Set the parameter of the unused Control Change to "OFF." 



Step 5 To continue, and set the other Control Changes, repeat steps 2 to 4. 



Step 6 Press EXIT to return to the Menu Display. 
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f. Performance Section 



Each Performance Section allows you to change parameter values (Pitch/ 
Decay/Nuance/Pan) of a certain Instrument by pressing different keys 
(using different Note Numbers). For example, by changing the pitch in 
semitone steps, you can play a melody using a MIDI keyboard. 
In each Performance Section, you select the Instrument and parameter to be 
changed and set how it should be changed with the Center Note Number/ 
Keyboard Follower. It is also possible to control the specified parameter in real 
-time using Control Change messages. 



Available 
Parameters 


Variable Range of 
the Keyboard Follower 


Pitch 


0-990 cents 


Decay 


0-9 


Nuance 


0-3 


Pan 


0-1 



•Center Note Number 

This parameter sets the Note Number (0 - 127) that is the standard of 
a parameter value. 

* The middle C (C4) on a keyboard is Note Number 60. 

* The center panning position is obtained at the Center Note Number. 

•Keyboard Follower 

Keyboard follower determines how much the parameter should change by 
playing farther a way from the selected Center Note Number. For example, 
when the Keyboard Follower of the Pitch is set to 100 cents (one 
semitone), an equal temperament is obtained. 

Ex. : If you wish to play the bass with the keyboard, assign the bass sound 
to the Performance section, then select the Pitch parameter. Then set 
the Center Note Number to C3 (48) and Keyboard Follower to 100 cents 
(one semitone). 

•Control Change 

Using Control Change messages, you can control any of the Decay/Nuance 
/Pan parameters in real-time. The Control Change messages are optional 
from the Modulation (Control Number : 1), General Purpose Controllers 1 
- 8 (Control Number : 16 - 19, 80 ~ 83). 
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Step 1 With the Menu Display shown in the MIDI mode, press Numeric Key 6 to select 

" PFM SECT." 

Performance Section 1-4 



PFM 


SEC 
"T 


;TIGN 


i < 

GOG 


NO 
01 


TE> 


Parameter 




Value 







Step 2 Specify the Performance section to be set with | - l/OFF] | + 1/"0Nj , the 
VALUE slider or the Numeric Keys. 



Step 3 Using j SELECT | , select a parqjgieter, then set the amount of change for the 



parameter with | - 1 /OFF i + 1/^ON , the VALUE slider or the Numeric Keys. 



_PARAM/INST. 



- ! /OFF SELECT C $ ) + ! /ON 



$ INST (Instrument to be assigned to the section) 
$ PARAM 

(Parameter : PITCH/DECAY/NUANCE/PAN) 
$ CENTER (center Note Number : 0- 127) 
$ KYBD FL (Keyboard Follower) 



*The instrument is assigned to "$ INST" with a key pad. 



Step 4 Select the Control Change setting display with PAGE . 



PFM SECT KCTRL CHG> 
$PRRRM =^^=DEr:PiV^+= ^ 



Step 5 Select a parameter with | SELECT | , then set the value of the parameter using 



I/OFF +1/^0N| or the VALUE slider. 



J=ARAW/INST. 



- 1/OFF SELECT (S) + 1/ON 



$ PARAM 

(Parameter : DECAY/NUANCE/PAN) 
$ CONTROL 
(Control Change : MODUL/CTRL^I -8) 



*The control number of each Control Change is shown on page 166. 
*Set CONTROL to "OFF" when the Control Change is not to be used. 



Step 6 Press EXIT to return to the Menu Display. 
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3. Example Setups 

a. Using the R-8MK II as a MIDI Sound Module 



Using the R-8MK II 
as a rhythm sound 
module 



The R-8MK !! can be played by a sequencer, rhythm machine, MIDI 
keyboard or MIDI drum pads. 

When the R-8MK 11 is played by an external MIDI device, the sound 
of each Instrument can be edited using Sound Parameters (see page 
43). Performance Parameters have no effect. 



MiDI OUT 



MIDI IN 



, 




" ■ 








■ 


■ 


Rhythm Machine 
MIDI Pad 

Seqencer, etc. 

• * 










' • 1 ' 

1 1 

1 1 1 1 


D nana 
n nnnn 


Master 






1 1 1 , 


D DDnn 




1 1 ) "■'! 


D Dnnn 






^ 


■ 



Slave 



Set the MIDI parameters as follow/s : 

#Set the Channel Message Switch (Function Switch) to "ON" (see 
page 163). 

•Set the receive channel of the Instrument section to the same 
number as the transmit channel of the MIDI device (see page 161). 

•Change the note number assignments to Instruments if necessary 
(see page 162). 

*When the Roland PAD -80 is used as a master and the Pan Switch (one of the 
Function Switches) is set to "ON," the pan for each pad can be received (see 
page 164). 

Performance data from an external device can be written into rhythm patterns 
with the R-8MKII in the Real-time Write mode. However, Note Off messages 
cannot be written into a rhythm pattern. Therefore, the mute effect cannot 
be obtained. 
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Using the R-8MK 11 Depending on the key played on the keyboard, the pitch, pan, decay 
as a sound source for oi" nuance of specified Instruments will be changed. 

a MIDI keyboard 

MIDI OUT MIDI IN 



MIDi Keyboard 



Master 



DO 



3 i;:: :: ::;: : ,' : ,' ! 



D DDDn 

n nnDD 
D nnnn 
n nnnn 



Slave 



Set the MIDI parameters as follows. 

•Set the Channel Message Switch (Function Switch) to "ON" (see 
page 163). 

•Set the receive channel of any Performance section, 1 to 4, to the 
same number as the transmit channel of the MIDi keyboard (see 
page 161). 

•Set the Instrument, Parameter, Center Note Number and Keyboard 
Follower of the selected Performance section to appropriate values 
(see page 167). 

Performance data from an external device can be written into rhythm patterns 
with the R-8MK II set to the Real-time Write mode. However, Note Off 
messages cannot be written into a rhythm pattern. Therefore, the mute effect 
cannot be obtained. 
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b. Playing an external MIDI sound module with the R-8MK I! 



MIDI OUT 



MIDI IN 



DD 



c=3 [: ; : ,:,:r :i 

I r 



C=Z=J 

[,',:;::;;::;;j r:::z::zi 



D nnnn 

n DDDD 

n nnnD 
n nnnn 



Rhythm Machine 
Synthesizer 

Sampler, etc. 



Slave 



Master 



*When using a sampler or synthesizer, seiect a sound with a quick attack and long 
release time (the time needed from Note Off to zero) to prevent the sound from 
being muted or cut off. 

Set the MIDI parameters as follows : 

•Set the Channel Message Switch (Function Switch) to "ON" (see 
page 163). 

•Set the transmit channel of each Instrument to the same number 
as the receive channel of the slave device (see page 160). 

•Change the note number assignments to Instruments if necessary 
(see page 162). 
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4. Data Transfer via Exclusive Messages 



Using MIDI Exclusive messages, all data in the R-8MK II can be 
transferred to another R-8MK II or any MIDI device v^/hich can 
receive Exclusive messages. Also, the Sound Parameters of any 
Instrument can be transferred using Exclusive messages. 



a. Transmit (Bulk Dump) 



Connections 



Data stored in the R-8MK I! can be transferred to another MID! 
device. 



MIDI OUT 




MID 


IN 








.. 


R-8MK1I 




• 
Sequencer 
R-8MK !l, etc. 



Transmitter 



Receiver 



Step 1 Set the basic channel (receive channel of the Instrument section) to the basic 

channel of the receive unit (see page 161). 

Step 2 With the Menu Display shown in the MIDI mode, press Numeric Key 8 to select 
"BLK DUMP." 



BULK 

shll 


DUMP 
aSETUP 


SS 


EQSi 


-^ 


'Xmm 


BULK 
mSEQ 


DUMP 
[0 SSEQH 


Si 


PTH 


j^ 



Step 3 Using Numeric Keys 1 to 6, specify the data group to be transferred. 



1 ALL :Ail data is transferred. (SEQ and SETUP) 

2 SETUP :lnstrument Assign, Sound Parameters, Performance Parameters, Level 

Parameters, Feel Patches, Metronome, Roll, Sync Mode, and settings 
of MIDI functions are transferred. 

3 SEQ SOI :Rhythm Patterns (Pattern Bank A/B) and Song data are 

transferred. 



4SEQC3 

5 SEQ a 

6 1 PTN 



Rhythm Patterns (Pattern Bank A) and Song data are transferred. 
Rhythm Patterns (Pattern Bank B) and Song data are transferred. 
One Rhythm Pattern is transferred. 
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The display responds with : 



Select Data Group 
i 



BULK DUMP <fiLL> 

jfA. p j.-. ^ ^_ ^_ £ j..^ J£P_^ 



When you have pressed Numeric Key 6, specify the Pattern Number to be 



transferred with | -lyOFFJl +lXQNi . the VALUE slider or the Numeric Keys. 



BULK DUMP <PTN1I30> 
^jf. p p ^.=_.~ £ i-i T E R „ 



Step 4 Press ENTER . 



The display responds with "Are you sure?". 



Step S Press ENTER to transfer the data. 



When the data transfer Is finished, "Completed" appears in the display. 



*To leave this mode, press | EXIT . 
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b. Receive 



Connections 



The R-8MKIi can receive Exclusive messages from another R-8MK 
II or M!Di device. 



MIDI OUT 






MlUi IN 


Seqencer, R-8MK il. etc. 




R-8MK ii 



Transmitter 



Receiver 



'^-. 



St^Dfcl To receive "ALL" or "SEQ" data, delete all the programmable patterns in the 

internal memory (see page 139). 

Step 2 Set the basic chanrtel (receive channel of the Instrument section) to the basic 
channel of the Transmitter (see page 161). 

Step 3 Set the Exclusive Switch (Function Switch) to "ON" (see page 164). 

If the R-8MK 1! is stopped, it can receive Exclusive messages. 

*When the R-8MKII cannot receive "l PTN" data, delete some rhythm patterns 
in the internal memory to create sufficient memory space. Transfer the data once 
again. 



c. Transmitting Sound Parameters 



Connections 



Sound Parameters of an Instrument can be transferred via Exclusive 
messages. 



MIDI OUT 






' 


MIDI IN 


R-8MK 11 




Sequencer, R-8MK 11, etc. 



Transmitter 



Receiver 



Step 1 With the unit set to the Edit Mode of Sound parameters, specify the Instrument 

whose Sound parameters should be transferred. 



Step 2 Press ENTER to transfer the data. 
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1 . Error Message Table 



If an error message appears in the display, refer to the information 
in this table for help. 



C a r d n o t r e a d y 



•A RAM Card is not inserted correctly into the 
RAM Card Slot. 

o-lnsert the RAM Card properly (it should click into 
place). 



Name of previously loaded ROM card 



LOnDED"< > 

■■> -i" C: a r d n o t- r- e a d y 



►A Sound ROM Card is not inserted correctly into 
the ROM Card Slot. 

c^lnsert the Sound ROM Card properly (it should click into 
place). 



■^ "^ L- a !■"■ d F=' T' O t- €* C- 1- 8 d 



►The protect switch on the RAM card is set to 
"ON." 
C3-Set the switch to "OFF." 



■^ -^^ I r-'! F r- o p 8 T' c a !■"■ d 



•The card connected to the RAM Card Slot cannot 
be used with the R-8MK ll. 

cT'Replace the card with the specified RAM card (M-256E). 



ii^ Roland <R-8 MfiRi<I> 
I p'! F- r- o p e r c a r d ! 



(When the R-8MKii is turned on, the card 
connected to the ROM Card Slot Is not an R-8MK 
II Sound ROM card. 
i^Replace the card with the specified Sound ROM card. 



-|!. _|i, p' !___ |.--j p-j f^ p-j ,-■( |.-. :_i .j."- iji I 1 1 



►No more Rhythm Patterns can be written into the 
Pattern Bank currently selected. (Press | EXIT j to 
return to the previous mode.) 

crjo continue Pattern Writing, select another Pattern Bank 
or erase some, existing Rhythm Patterns to make 
sufficient space. 
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-> -^ S Ci n 9 r-'i e r-'i Ci r"- y f ' l4 1 1 „ 



•There is no additional memory left for songs. 
c?-To continue to write or edit song data, clear any unneeded 
songs in the unit's memory. 



-t ■•> B a r # o y e r- f 1 C' w 



•As a result of Pattern Append the number of bars 
in the pattern exceeds 99. 

exchange the settings so that the total number will not 
exceed 99. 



Jf. _+ 


b r-'i F- 1 y F- a 1 1- e r r\ = 


y 


_|[. ^ 


l--i E '-' e n t- ! 



►There is no data in the source rhythm pattern for 
Pattern Copy, Pattern Merge, Pattern Append, etc. 

c^Select another rhythm pattern. 



►In Micro Timing Shift or Macro Timing Shift, the 
sound to be shifted is not yet selected. 

D-Check the procedure for the Micro Timing { Macro 
Timing) Shift. 



■^ -^ I r\ s t- n Ci t- {' o u n d 



Hn Pattern Extract or Instrument Change, the 
Instrument you specified does not exist in the 
pattern. 

E^Select a different source pattern or Instrument. 



^ -> l: !■"! e c k s u r-'i E i-"- r- o r i ! 



•Exclusive messages are not received correctly. 



Press I EXIT | to return to the previous mode. 
o-Repeat the procedure carefully. 
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"^ -^- M I u I b i_-! f f e r- f' l-i 1 1 !! 



•Too many MIDI messages are received at the same 
time, making It impossible for the R-8MK II to 



process them ail. Press j EXIT j to and return to the 
previous mode. 

D-When this message appears during data reception, 
decrease the amount of MIDI messages from the 
transmitter. 

crSat the Function Switches so that unneeded data will 
not be transmitted (or received). 



■^■^ Part. 


D '■:■ 


e r 1 a F' « 






■^ -^- H p a 


.". f 


exist.;: 


:_ 



►You have se4ected a Destination Part within the. 
specified source Part during Part ^Cfltsy. 
c^Set an appropriate Part number. 



•There is no data in the selected Part In the Part 
Copy or Part Delete procedure. 

ci^Set the specified Part properly. 
!=^Check if there Is performance data in the specified Part. 



,.|^ J,. p "j ■.-. f^ :|:|: ,--, j j p i"- {' 1 n i.,j 



•Part Insert or Part Copy will result in more than 
999 Parts in a song. 

c^Set it so the total number of Parts does not exceed 
999. 



"^ "^ i"'-! o a r"- i=' a « 



►There is not enough memory left for executing 
the Copy function. 

c?-Delete unneeded rhythm patterns, then repeat the 
procedure. 



k-> Pbortedn 



►This message appears , when a procedure is 
cancelled in the middle, or when a procedure 
cannot be executed. 



177 



I REFERENCE 



2. Troubleshooting 



Instrument •No sound is heard 

The level is set to zero. 
D-Raise the level. 



A REST is assigned to the key pad. 
o-lnstrument Q01 is a REST, and therefore contains no sound data. 

If an instrument on a Sound ROM card does not sound, check if the card is 
correctly connected and If the settings on the card have been loaded into the 
R'SMKII. 
o-Load the settings on the Sound ROM card into the R- 8MKI1.(d-P.40) 

More than 13 voices are played simultaneously. 
o-The R-8MKII's maximum polyphony is 12 voices. 

•The volume is too low 
The level Is set too low. 
«=rRaise the level. 

You are tapping the upper part of the key pad. 
D-Tap the lower part of the key pad. 

The Sense Curves are not set correctly, 
exchange the Sense Curves ('^P.47), 

•The sound is strange 

Sound Parameters are not set properly. 
'=^Change the values of the Sound Parameters (c?-P.43). Alternatively, initialize 
the Sound Parameters (crp.i42). 

Performance Parameters are not set properly, 
exchange the values of Performance Parameters (crp.73). Alternatively, 
initialize the Performance Parameters (c?-P.143). 

•The volume of the sound does not change by hitting the Key pad 

softer or harder. 
The Sense Curve (Sound Parameter) is set to 7 or 8. 

exchange the value of the Sense Curve (»=^P.47). 
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•The sound does not change after editing Sound Parameters or 
Performance Parameters. 

o-The total value of the Sound Parameters and Performance Parameters 
exceeds the maximum range of the Sound Parameter. 
Even if it is v/ithin the range, this could happen when using certain 
instruments or parameters. 

•The same Instrument Is played by all the key pads. 

The unit Is set to the Multi Assign mode. 



■^Press I MULTI to cancel the Multi Assign mode. 



The Temporary Assign is set to "ON." 

o-.Turn off the Temporary Assign by pressing | TEMP ASGN 

I* 

■■;* 

•Pad Banks cannot be changed. 

The unit is set to the Multi Assign mode. 



'^'*''®^s I MULTI to cancel the Multi Assign mode. 



The Temporary Assign is set to "ON." 
o- Turn off the Temporary Assign by pressing | TEMP ASGN 



Rhythm Patterns •Pressing j STARTx^STOP j does not start playing the unit. 



The Sync mode is set to "TAPE" or "MIDI." 
o-Set the Sync mode to "INTERNAL" (o-p.l51) 

•An Instrument written into a rhythm pattern sounds different 
You have edited the Sound Parameters. 
crEditing a Sound Parameter affects Instruments in all rhythm pattern. 

•The Swing effect is not obtained. 
The Swing Delay parameter is set to zero. 
o-Set the Swing Delay to an appropriate value (o-P.SO). 

The Swing point is not set properly. 
«=^Set the Swing point properly (crp.80). 

The unit is set to tha Real-time Write or Step Write mode. 
■^The Swing effect is not obtained during pattern writing. 

•Real-time writing cannot be accomplished. 

The unit Is set to the Real-time Edit mode. 



'^P''ess PAGE j to select the Real-time Write mode. 
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Feel Patch •Feel Patch data has no effect. 

The Groove Switch or Random Factor Switch is set to "OFF." 
o-Set the Groove Switch or Random Factor Switch to "ON." (o-P.88) 

The Instrument selected with Instrument Select is not used in the rhythm 
pattern. 
o-Change the Instrument Select (c?-P.87). 

The Instrument Switch is set to "OFF." 
o-Set the Instrument Switch to "ON." (o-p.BQ) 

The unit is set to the Real-time Write mode or Step Write mode. 
D-The Feel Patch has no effect during pattern writing. 

In the Song Play Mode, the Program Change Switch is set to "ON." 
o-Set the Program Change Switch to "OFF." (o- P.I 64) 

•Even when the Instrument Switch is set to "OFF," the sound of 
such Instruments changes. 

D-Check if the same Instrument is assigned more than once with Instrument 
Select (•^P.87). 



Song ©Pressing START^STOP does not start playing the unit. 



There is no data written into the selected song. 

The Sync mode is set to "TAPE" or "MIDI." 
D-Set the Sync mode to "INTERNAL" (o- P.I 51) 

•When a song is played, another song starts immediately afterwards. 
Song Chain Is set. 
o-Cancel the Song Chain (c7-P.129). 

•The tempo of the song changes when it starts playing. 
Initial Tempo is set in the song. 
o-Set the Initial Tempo to "OFF." (o- P.I 30) 

•The level of the song changes when it starts playing. 
Initial Level is set in the song. 
o-Changa the Initial Level (o-p.130). 
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RAM Card 



•Data cannot be saved. 

The protect switch on the RAM card is set to "ON." 
D-Set it to "OFF." ('=^ P.I 46) 



The RAM card is not formatted. 
■=^Format the RAM card (■:rp.l46). 

•Data on a RAM card is erased. 

If you connect a RAM card to the ROM card slot with the protect switch set 
to OFF, the data on the RAM card is erased. 
o-Format the RAM card (o-p.us). 



Sound ROM Card 



•The Instruments o^' the card do not sound. 

No Sound ROM card is connected to the unit or the settings of the inserted 
card have not been loaded into the R-8MKII. 
c^Load the settings of the Sound ROM card into the R-8MK1I Cd-P.40). 



MIDI 



(When the R-8MK ii is a slave) 



•No sound is heard. 

The MIDI channels of the two units are not set to the same number. 
'=^Set the MIDI channels of the two units to the same number (o-p.161). 

Instruments are not correctly assigned to note numbers. 
C3-Change the note numbers (o- P.I 62). 

The Channel Message Switch is set to "OFF." 
o-Set the Channel Message Switch to "ON." (d"P.163) 

•No sound Is created in the Performance section. 

The receive channels of the Performance section and Instrument section are 
set to the same number. 
D-Set the receive channels of the Performance section and Instrument section 
to different numbers (o-p.161). 

•Only one Instrument can be played. 

MIDI messages are received on the receive channel of the Performance section. 
D-Set the receive channel of the Instrument section correctly ('=^P.161). 

•Sound is muted part of the way through. 
The Note Off Switch Is set to "ON." 
o-Set the Note Off Switch to "OFF." (d* P.I 63) 
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•The Pan position does not change. 

The Pan Switch is set to "OFF." 
o-Set the Pan Switch to "ON." Cd-P.164) 

•Exclusive messages are not received. 

The basic channels of the receiver and the transmitter are not set to the same 
number. 
CT-Sat the basic channels to the same numbers ("^^P.iei). The basic channel 
of the R-8MKli is the receive channel of the Instrument section. 

The Exclusive Switch is set to "OFF." 
c^Set the Exclusive Switch to "ON." (ctP.164) 



(When the R-8MK ii is a master device) 

•No sound is heard. 

The MIDI channels of the two units are not set to the same number. 
'=^Set the MIDI channels of the two units to the same number (o-P.160). 

Instruments are not correctly assigned to note numbers. 
CT-Change the note numbers (c^P.162). 

The Channel Message Switch is set to "OFF." 
cj-Set the Channel Message Switch to "ON." (crp.163) 



Others •The metronome is not heard. 

The metronome level is set to zero. 
^-Increase the level of the metronome (o"P.59). 

The Metronome mode is set to "OFF." 
exchange the Metronome mode (c^P.59). 

•The metronome stops in the middle. 
The Metronome mode is set to "EMPTY REC." 
■=^Change the Metronome mode (t^^P.SS). 

•The Flam effect cannot be obtained. 
The Flam interval is set to zero. 
o'Set the Flam interval to an appropriate value (•='"P.82). 

The Flam ratio is not set correctly. 
o-Change the Flam ratio (o-p.82). 
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3. Blank Chart 

[Sound Parameters and Note Numbers] 



iNST# 


INST NAME 


PITCH 


DECAY 


NUANCE 


OUTPUT 
ASSIGN 


ASSIGN 
TYPE 


SENSE 
CURVE 


NOTE# 
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'• 


* 
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COPY 
INST# 


SOURCE 
iNST# 


INST NAME 


PITCH 


DECAY 


NUANCE 


OUTPUT 
ASSIGN 


ASSIGN 
TYPE 


SENSE 
CURVE 


NOTE# 


1 




















2 




















3 




















4 




















5 




















6 




• 
















7 


















■ 


8 






* 








jt- 




^ 


9 




















10 




















.11 




















12 




















13 




















14 




















15 




















16 




















17 




















18 




















19 




















20 




















21 




















22 




















23 




















24 




















25 




















26 
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[instrument Assigns and Performance Parameters] 
Instrument Assign 



10 



13 



14 



Performance Parameter 



11 



15 



12 



16 



Key Pad# 


Pitch 


Decay 


Nuance 


Pan 


1 










2 










3 










4 










5 










6 










7 










8 










9 










10 










11. 










12 










13 










14 










15 










16 
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[Song Data] 



Part# 


Data 


Part# 


Data 


Part# 


Data 


Part# 


Data 






































































































• 








































• r> 


•' 
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4. Preset Pattern Table 



Pattern # 


Pattern Name 
Display 


Description 


00 


8BEAT1 


* Rhythm Pattern with no accent 


OT 


8BEAT2 


* Rhythm Pattern with no accent 


02 


8BEAT3 




03 


8BEAT4 




04 


16BEAT1 


* Rhythm Pattern with no accent 


05 


16BEAT2 


* Rhythm Pattern with no accent 


06 


16BEAT3 




07 


DISC01 




08 


DfSC02 




09 


SLOWROCK 


Appropriate tempo is about J = 85 


10 


SHUFFLE1 


* Rhythm Pattern with no accent 


11 


SHUFFLE2 


* Rhythm Pattern with no accent 


12 


FUNKY1 




13 


FUNKY2 




14 


FUNKY3 




15 


OLDiESI 


Appropriate tempo is about J = 90 


16 


0LD1ES2 


Appropriate tempo is about J = 1 80 


17 


OLDiESa 




18 


METAL1 




19 


METAL2 




20 


SWING 1 


* Rhythm Pattern with no accent 


21 


SWiNG2 




22 


BOSANOVA 




23 


MAMBO 




24 


MERENGUE 




25 


RHUMBA 




28 


BEGUINE 




27 


SAMBA 




28 


SALSA 




29 


TANGO 




30 


REGGAE 




31 


COUNT 
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5. Preprogrammed Sound Parameters and Note Numbers 



INST 
Group/ No. 


INSTRUMENT NAME 


DECAY 


OUTPUT 
ASSIGN 


ASSIGN 
TYPE 


NOTE# 


SOURCE 
INSTURMENET 


KOI 


AMBO_K ambo kick * 


23: 21 


CENTER 


POLY 





New 


K02 


BOING_K boing kick * 


29: 20 


CENTER 


POLY 


OFF 


10 


K03 


BOTTM_K bottom kick * 


8: 19 


CENTER 


POLY 


OFF 


New 


K04 


DBLH_K3 double head kick 3 * 


14: 17 


CENTER 


POLY 


1 


New 


K05 


DEEP_K1 deep kick 1 * 


16: 19 


CENTER 


POLY 


2 


02 


K06 


DRY_K1 dry kick 1 * 


6: 17 


CENTER 


POLY 


3 


R-8 


K07 


EZ_K easy kick * 


10: 14 


CENTER 


POLY 


OFF 


New 


K08 


FACE_K face kick * 


20: 22 


CENTER 


POLY 


4 


09 


K09 


FLOOR„K floor kick * 


17: 13 


CENTER 


POLY 


OFF 


New 


K10 


FLOP_K flop kick * 


17: 15 


CENTER 


POLY 


5 


New 


K11 


GATE_K gated reverb kick * 


20: 20 


CENTER 


POLY 


OFF 


09 


K12 


GATE_K2 gated reverb kick 2 * 


12: 13 


CENTER 


POLY 


6 


New 


K13 


HARD_K hard kick * 


17: 20 


CENTER 


POLY 


OFF 


New 


K14 


HEAVY_K heavy kick * 


1p: 17 


CENTER 


POLY 


OFF 


New 


K15 


HOUSE_K house kick * 


18: 21 


CENTER 


POLY 


OFF 


New 


K16 


MONDO_K mondo kick * 


19: 21 


CENTER 


POLY 


OFF 


R-8 


K17 


MUSCL_K muscle kick * 


11 : 11 


CENTER 


POLY 


36 


New 


K18 


PUNCH_K punch kick * 


11 : 11 


CENTER 


POLY 


OFF 


New 


K19 


R00M_K1 room ambient kick 1 * 


22; 20 


CENTER 


POLY 


OFF 


R-8 


K20 


R00M_K2 room ambient kick 2 * 


23: 22 


CENTER 


POLY 


OFF 


R^8 


K21 


R00M_K3 room ambient kick 3 * 


15: 15 


CENTER 


POLY 


35 


New 


K22 


R00M_K4 room ambient kick 4 * 


17: 14 


CENTER 


POLY 


OFF 


New 


K23 


SNAP_K snap kick * 


18: 20 


CENTER 


POLY 


OFF 


09 


K24 


SOFT_K soft kick * 


15: 14 


CENTER 


POLY 


OFF 


New 


K25 


SOLID„K soiid kick * 


7: 7 


CENTER 


POLY 


OFF 


R-8 


K26 


SQUAS_K squash kick * 


13: 14 


CENTER 


POLY 


OFF 


New 


K27 


TEKNO_K techno kick * 


24: 22 


CENTER 


POLY 


OFF 


09 


K28 


V!DEO_K video kick * 


30: 30 


CENTER 


POLY 


OFF 


10 


K29 


W00D„K2 wood kick 2 * 


9: 11 


CENTER 


POLY 


7 


New 


K30 


W00D_K3 wood kick 3 * 


12: 14 


CENTER 


POLY 


OFF 


New 


K31 


78„K CR-78 kick * 


5: 10 


CENTER 


POLY 


OFF 


10 


K32 


808_K TR-808 kick * 


8: 14 


CENTER 


POLY 


8 


04 


xiaa 


909_K TR-909 kick * 


5: 18 


CENTER 


POLY 


9 


10 


SOI 


BOING_S boing snare * 


20: 24 


CENTER 


POLY 


OFF 


10 


302 


BRITE_S bright snare * 


23: 33 


CENTER 


POLY 


OFF 


09 


SOS 


COMBO_S combo snare * 


17: 15 


CENTER 


POLY 


10 


New 


S04 


DANCE S dance snare * 


23: 24 


CENTER 


POLY 


11 


10 


SOS 


ECHO_S echo snare * 


34: 32 


CENTER 


POLY 


12 


09 


SD6 


FAT_S1 fat snare 1 * 


21 : 15 


CENTER 


POLY 


13 


R-8 


307 


FUNK„S funk snare * 


18: 18 


CENTER 


POLY 


OFF 


09 



* : The sound changes by changing your playing strength 

* * : The sound changes by changing the Nuance setting. 



or the Nuance setting. 



i!r The Nuance value of all Instruments (marked with * or **) with programmable Nuance is set to 8. 
ij The Pitch value of ail Instruments is set to zero. 
it The Sensitivity Curve value of all Instruments is set to 2. 

7!r Source Instruments: New ; new Instruments added to the R- 8MK11, R-8; the Instruments of the R- 
Number ; The Sound ROM card number CSN-R8 Series). 
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INST 
Group/ No. 


INSTRUMENT NAME 


DECAY 


OUTPUT 
ASSIGN 


ASSIGN 

TYPE 


NOTE# 


SOURCE 
INSTRUMENT 




308 


GATE_S gated reverb snare * 


20 


18 


CENTER 


POLY 


OFF 


09 




309 


HOUSE„S house snare * 


20 


24 


CENTER 


POLY 


14 


10 




310 


LA S L.A. snare * 


15 


14 


CENTER 


POLY 


38 


New 




311 


LIGHT_3 light snare * 


17 


16 


CENTER 


POLY 


15 


New 




312 


NO_SNRS no snares * 


24 


26 


CENTER 


POLY 


OFF 


09 




313 


PICL_31 piccolo snare 1 * 


18 


15 


CENTER 


POLY 


16 


R-8 




314 


F'ING_S ping snare * 


20 


20 


CENTER 


POLY 


17 


09 




315 


RADIO S radio snare * 


20 


22 


CENTER 


POLY 


OFF 


09 




316 


REAL 3 real snare * 


25 


23 


CENTER 


POLY 


18 


09 




S17 


RIMSHT1 rim shot snare 1 * 


15 


13 


CENTER 


POLY 


19 


R-a 




318 


R0CK_S1 rock snare 1 * 


35 


35 


CENTER 


POLY 


OFF 


09 




=^S19 


RVB 31 reverb snare 1 * 


35 


32 


CENTER 


POLY - 


^ OFF 


R-8 




320 


3HARP_3 sharp snare * 


35 


33 


CENTER 


POLY 


40 


09 




321 


3LAM_3 slam snare * 


30 


35 


CENTER 


POLY 


20 


09 




S22 


SMALL_S small snare * 


24 


26 


CENTER 


POLY 


21 


09 




323 


SOL[D_S solid snare * 


25 


33 


CENTER 


POLY 


OFF 


09 




324 


TIGHT_3 tight snare * 


18 


14 


CENTER 


POLY 


OFF 


R-8 




325 


TRASH_3 trash snare * 


18 


■17 


CENTER 


POLY 


OFF 


10 




S26 


VIDE0_3 video snare * 


13 


15 


CENTER 


POLY 


OFF 


10 




327 


W00D_S1 wood snare 1 * 


18 


14 


CENTER 


POLY 


OFF 


R-8 




328 


78„3 CR ~ 78 snare * 


10 


5 


CENTER 


POLY 


OFF 


10 




329 


808_S2 TR-808 snare 2 * 


17 


15 


CENTER 


POLY 


22 


New 




330 


909_S TR-909 snare * 


16 


16 


CENTER 


POLY 


23 


10 




331 


3W!S„S2 brush swish snare 2 


14 


-- 


CENTER 


POLY 


24 


02 




332 


3WiS„S3 brush swish snare 3 


12 


-- 


CENTER 


POLY 


OFF 


02 




333 


3W[S_S4 brush swish snare 4 


18 


-- 


CENTER 


POLY 


OFF 


02 




S34 


3LAP_S1 brush slap snare 1 * 


20 


12 


CENTER 


POLY 


25 


02 




335 


SLAP S3 brush slap snare 3 * 


22 


20 


CENTER 


POLY 


OFF 


02 




336 


SLAP_„S4 brush slap snare 4 * 


24 


25 


CENTER 


POLY 


OFF 


02 




S37 


R0LL_S1 brush roil snare 1 


40 


-- 


CENTER 


POLY 


OFF 


02 




S3B 


ROLL S3 brush roll snare 3 


30 


-- 


CENTER 


POLY 


26 


02 




S39 


S1DSTK1 side stick 1 


9 


-- 


CENTER 


POLY 


OFF 


R-8 




340 


SIDSTK4 side stick 4 


10 


-- 


CENTER 


POLY 


37 


09 




341 


808S1DE TR-808 side stick 


2 


-- 


CENTER 


POLY 


OFF 


04 




342 


909S!DE TR - 909 side stick 


2 


-- 


CENTER 


POLY 


OFF 


10 




T01 


ATAK_T1 attack torn 1 * 


36 


38 


RIGHTS 


POLY 


OFF 


09 




T02 


ATAK_T2 attack torn 2 * 


34 


36 


R1GHT1 


POLY 


43 


09 




T03 


ATAK__T3 attack torn 3 * 


32 


34 


LEFT 1 


POLY 


47 


09 




T04 


ATAK_T4 attack torn 4 * 


30 


32 


LEFT 3 


POLY 


50 


09 




T05 


H0L0_T1 hollow torn 1 * 


30 


34 


RIGHT3 


POLY 


OFF 


09 



* : The sound changes by changing your playing strength 

* * : The sound changes by changing the Nuance setting. 



or the Nuance setting. 



^ The Nuance value of all Instruments (marked with * or **) with programmable Nuance is set to 8. 
1^ The Pitch value of all Instruments is set to zero. 
iV The Sensitivity Curve value of all Instruments is set to 2. 

l!r Source Instruments: New ; new Instruments added to the R- BMKII, R-8; the Instruments of the R- 
Number ; The Sound ROM card number CSN - RB Series). 
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I REFERENCE 



!NST 
Group/ No. 


INSTRUMENT NAME 


DECAY 


OUTPUT 
ASSIGN 


ASSIGN 

TYPE 


NOTE# 


SOURCE 
INSTRUMENT 


T06 


H0L0_T2 hollow torn 2 * 


28 : 32 


RIGHT1 


POLY 


OFF 


09 


T07 


H0L0_„T3 hollow torn 3 * 


26 : 30 


LEFT 1 


POLY 


OFF 


09 


T08 


H0L0_T4 hollow torn 4 * 


24: 28 


LEFT 3 


POLY 


OFF 


09 


T09 


REAL_T1 real torn 1 * 


28: 45 


RIGHTS 


POLY 


OFF 


New 


no 


REAL„T2 real torn 2 * 


26: 38 


RIGHT1 


POLY 


41 


New 


Til 


REAL_T3 real torn 3 * 


25 : 35 


LEFT 1 


POLY 


45 


New 


T12 


REAL_T4 real torn 4 * 


24: 27 


LEFT 3 


POLY 


48 


New 


T13 


R0CK_T1 rock torn 1 * 


22 : 42 


RIGHTS 


POLY 


OFF 


New 


T14 


R0CK„T2 rock torn 2 * 


20: 38 


R1GHT1 


POLY 


OFF 


New 


T15 


R0CK_T3 rock torn 3 * 


19 : 35 


LEFT -1 


POLY 


OFF 


New 


T16 


R0CK_T4 '■ rock torn 4 * 


18: 31 


LEFT 3 ■• 


J^OLY 


OFF 


New 


T17 


R00M_T1 rr.om rt.ibient torn 1 '* * 


34 : 33 


RIGHTS 


POLY<' 


OFF- 


Ti-a 


T18 


R00M_T2 room ambient torn 2 * 


33 : 31 


RIGHTI 


POLY 


OFF 


R-8 


T19 


R00M_T3 room ambient torn 3 * 


32 : 29 


LEFT 1 


POLY 


OFF 


R-8 


T20 


R00M_T4 room ambient tom 4 * 


31 : 27 


LEFT 3 


POLY 


OFF 


R-8 


T21 


SLAP_T1 brush slap tom 1 * 


25 : 29 


RIGHTS 


POLY 


OFF 


02 


T22 


SLAP__T2 brush slap tom 2 * 


26: 28 


RIGHTI 


POLY 


OFF 


02 


T23 


SLAP„T3 brush slap tom 3 * 


27 : 27 


LEFT 1 


POLY 


OFF 


02 


T24 


SLAP_T4 brush slap tom 4 * 


28: 26 


LEFT 3 


POLY 


OFF 


02 


T25 


D00M_T1 doom tom 1 


50: -- 


RIGHTS 


POLY 


OFF 


R-8 


T26 


808_T TR-8D8 tom * 


8: 23 


CENTER 


POLY 


OFF 


04 


T27 


909_T TR-909 tom * 


10: 16 


CENTER 


POLY 


OFF 


10 


HOI 


CLSD_H2 closed hi - hat 2 ** 


10: 10 


LEFT 1 


EXC1 


OFF 


11 


H02 


0PEN_H2 open hi - hat 2 * * 


30: 35 


LEFT 1 


EXC1 


OFF 


11 


H03 


PDAL_H2 pedal closed hi - hat 2 


12 : -- 


LEFT 1 


EXC1 


OFF 


11 


H04 


CLSD_H4 closed hi - hat 4 ** 


12: 12 


LEFT 1 


EXC1 


OFF 


New 


HOB 


0PEN_„H4 open hi - hat 4 ** 


38: 38 


LEFT 1 


EXC1 


OFF 


New 


H06 


PDAl„H4 pedal closed hi ~ hat 4 


10: -' 


LEFT 1 


EXC1 


OFF 


New 


HOT 


CLSD_H5 closed hi - hat 5 ** 


10: 9 


LEFT 1 


EXC1 


42 


New 


H08 


0PEN_H5 open hi - hat 5 ** 


29: 29 


LEFT 1 


EXC1 


46 


New 


H09 


PDAL_H5 pedal closed hi - hat 5 


10: -- 


LEFT 1 


EXC1 


44 


New 


H10 


78_CHH CR-78 closed hi - hat ** 


2: 8 


LEFT 1 


EXC1 


OFF 


10 


H11 


78_0HH CR - 78 open hi - hat * * 


20: 26 


LEFT 1 


EXC1 


OFF 


10 


H12 


808CHH TR-808 closed hi - hat ** 


6 : 6 


LEFT 1 


EXC1 


OFF 


04 


H13 


8080HH TR-a08 open hi - hat ** 


20 : 20 


LEFT 1 


EXC1 


OFF 


04 


H14 


909_CHH TR-909 closed hi - hat ** 


10: 30 


LEFT 1 


EXC1 


OFF 


10 


HIS 


909_OHH TR-909 open hi - hat ** 


20: 36 


LEFT 1 


EXC1 


OFF 


10 


HI 6 


BRCL_H1 brush closed hi ~ hat 1 ** 


10: 12 


LEFT 1 


EXC1 


OFF 


02 


HI? 


8R0P„H1 brush open hi -hat 1 ** 


35: 40 


LEFT 1 


EXC1 


OFF 


02 


Y01 


CRSH_C9 crash cymbal 9 


55: -- 


LEFT 2 


POLY 


49 


New 



* : The sound changes by changing your playing strength 

* * : The sound changes by changing the Nuance setting. 



or the Nuance setting. 



li- The Nuance value of all Instruments (marked with * or **) with programmable Nuance is set to 8. 
tVThe Pitch value of ail Instruments' is set to zero. 
i^ The Sensitivity Curve value of all Instruments is set to 2. 

ti- Source instruments: New ; new Instruments added to the R- 8MKII. R-8; the Instruments of the R- 
Number ; The Sound ROM card number (SN - R8 Series). 
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incrcnciNut: 



iNST 
Group/ No. 


INSTRUMENT NAME 


DECAY 


OUTPUT 
ASSIGN 


ASSIGN 

TYPE 


NOTE# 


SOURCE 

INSTRUMENT 


Y02 


CRSHC10 crash cymbat 10 


55 


-- 


R!GHT2 


POLY 


57 


New 


Y03 


CHINA_C Chinese cymbal 


55 


" 


RIGHT2 


POLY 


52 


08 


Y04 


HAND„C1 hand cymbals 1 


55 


-- 


LEFT 1 


POLY 


97 


11 


Y05 


RiDE_C3 ride cymbal 3 ** 


50 


50 


RIGHT2 


POLY 


51 


New 


YOB 


RDBL_C3 ride -bell cymbal 3 ** 


50 


50 


RiGHT2 


POLY 


53 


New 


Y07 


BELL„C3 ride cymbal bell 3 


50 


-- 


RIGHT2 


POLY 


OFF 


New 


Y08 


RIVETRD ride cymbal with rivet * * 


50 


50 


RIGHT2 


POLY 


59 


05 


Y09 


BRRD_C1 brush ride cymbat 1 ** 


50 


50 


RiGHT2 


POLY 


OFF 


02 


Y10 


MLLT_C2 maliet crash cymbal 2 ** 


59 


59 


LEFT- 1 


POLY 


OFF 


New 


P01 


C0WBEL1 cowbell 1 


16 


-- 


iIeft 2 


POLY 


56 


R'8 


P02 


C0WBEL2 cowbell 2 


16 


-- 


RIGHT2 


POLY 


OFF 


01 


P03 


TAMBRNl tambourine 1 


21 


-- 


LEFT 1 


POLY 


54 


R-8 


P04 


TAMBRN2 tambourine 2 


25 


.-.- 


RIGHT1 


POLY 


OFF 


01 


P05 


BELTREE beii tree 


45 


-- 


LEFT 3 


POLY 


84 


01 


P06 


CASTANE castanets 


8 


-- 


RIGHT2 


MONO 


85 


01 


POT 


C0N_BD2 concert bass drum 2 * 


33 


48 


CENTER 


POLY 


96 


New 


P08 


GONG gong 


94 


" 


CENTER 


POLY 


90 


03 


P09 


TIMPAN2 timpani 2 * 


36 


41 


LEFT 1 


POLY 


OFF 


New 


PIG 


TRIANGL triangle 


40 


-- 


RIGHTS 


MONO 


81 


01 


pn 


WBLOCK wood block 


18 


-- 


LEFT 2 


MONO 


77 


01 


PI 2 


LOW_BG low bongo * 


18 


25 


LEFT 2 


POLY 


61 


01 


P13 


HIGH_BG high bongo * 


17 


23 


LEFT 2 


POLY 


60 


01 


PI 4 


LOW CG open low conga * 


14 


27 


CENTER 


POLY 


64 


R-8 


P15 


SLID CG slide low conga * * 


18 


50 


CENTER 


POLY 


OFF 


R-8 


P16 


SLAP_CG slap high conga * 


14 


20 


RI6HT1 


POLY 


88 


R-8 


PI 7 


MUTE CG mute high conga 


10 


-- 


RI6HT1 


POLY 


62 


R-8 


P18 


LOW_TB low timbale * 


26 


26 


LEFT 1 


POLY 


66 


01 


P19 


HiGH_TB high timbale * 


21 


23 


LEFT 1 


POLY 


65 


01 


P20 


CLAVE1 claves 1 


9 


-- 


CENTER 


MONO 


75 


R-8 


P21 


VIBSLAP vibra - slap 


32 


-- 


RIGHT3 


MONO 


58 


01 


P22 


LNG_GUI long guiro 


30 


-- 


LEFT 2 


EXC3 


74 


01 


P23 


SHO_GU! short guiro 


6 


-- 


LEFT 2 


EXC3 


73 


01 


P24 


MARACAS maracas 


18 


-- 


RIGHTS 


MONO 


70 


01 


P25 


SHAKER! shaker 1 


12 


-- 


LEFT 2 


MONO 


82 


R-8 


P26 


CABASA1 cabasa 1 


8 


-- 


RIGHT2 


MONO 


69 


R-8 


P27 


WHISTL1 whistle 1 


7 


-- 


LEFT 2 


EXC2 


71 


R-8 


P28 


WHISTL2 whistle 2 


2 


-- 


LEFT 2 


EXC2 


72 


R-8 


P29 


AG0G01 agogo 1 


20 


-- 


RIGHT2 


POLY 


68 


R-8 


P30 


OCT_AGG octave agogo ** 


20 


20 


LEFT 2 


POLY 


OFF 


R-8 


P31 


0PN_CUI open cuica 


15 


-- 


RIGHT1 


EXC4 


79 


01 



* : The sound changes by changing your playing strength 

* =t= ; The sound changes by changing the Nuance setting. 



or the Nuance setting. 



■sir The Nuance value of all Instruments (marked with * or **) with programmable Nuance is set to 8. 
•C; The Pitch value of ail Instruments is set to zero. 
tV The Sensitivity Curve value of all Instruments is set to 2. 

li^ Source Instruments: New ; new Instruments added to the R- BMKil, R-8; the Instruments of the R-S, 
Number ; The Sound ROM card number CSN-R8 Series). 
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■ REFERENCE 



INST 
Group/ No. 


INSTRUMENT NAME 


DECAY 


OUTPUT 
ASSIGN 


ASSIGN 

TYPE 


NOTE# 


SOURCE 
INSTRUMENT 


P32 


MUT GUI mute cuica 


12 


-- 


R1GHT1 


EXC4 


78 


01 


P33 


OPN_PND open pandiero 


25 


- 


LEFT 1 


EXC6 


92 


01 


P34 ■ 


MUT_PND mute pandiero 


25 


- 


LEFT 1 


EXC6 


91 


01 


P35 


OPN_SRD open surdo 


33 


,. 


CENTER 


EXC5 


87 


01 


P36 


MUT__SRD mute surdo 


30 


-- 


CENTER 


EXC5 


86 


01 


P37 


TMBORIM tamborim 


20 


-- 


LEFT 3 


MONO 


93 


01 


P38 


KALIMBA kaiimba * 


12 


21 


CENTER 


POLY 


OFF 


01 


P39 


LOGDRUM iog drum 


18 


-- 


R1GHT1 


POLY 


OFF 


01 


P40 


STEELDR steel drum * 


13 


24 


CENTER 


POLY 


OFF 


01 


P41 


TAIK02 taiko 2 * 


8 


29 


CENTER 


POLY 


OFF 


New 


P42 


CANS can 3 ** 


20 


30 


RIGHTS 


POLY 


OFF 


New 


P43 


55CLAVE DR-55 ciaves 


2 


-- 


RIGHT1 


POLY 


OFF 


10 


P44 


78_C0W CR~78 cowbell 


3 


-- 


LEFT 3 


POLY 


OFF 


10 


P45 


78_TAMB CR - 78 tambourine 


12 


.. 


RiGHTI 


POLY 


OFF 


10 


P46 


78_BNG CR-78 bongo 


8 


-- 


LEFT 3 


POLY 


OFF 


10 


P47 


78GUIR0 CR-78 guiro 


34 


-- 


LEFT 1 


MONO 


OFF 


10 


P48 


78_MARC CR-78 maracas 


1 


-- 


RiGHTI 


MONO 


OFF 


10 


P49 


78MBEAT CR-78 metallic beat 


8 


-- 


RIGHTS 


POLY 


OFF 


10 


P50 


aoaCOW TR-SOB cowbell 


20 


-- 


LEFT 2 


POLY 


OFF 


04 


P51 


808CNG TR-80B conga 


20 


-- 


LEFT 1 


POLY 


OFF 


04 


P52 


808CLAV TR-808 ciaves 


7 


-- 


CENTER 


MONO 


OFF 


04 


P53 


BOBMARC TR-808 maracas 


5 


-- 


RIGHTS 


MONO 


OFF 


04 


P54 


aOBCLAP TR - BOB hand clap 


22 


-- 


RIGHTI 


POLY 


39 


R-8 


X01 


FNGSNP2 finger snap 2 


7 


-- 


LEFT 2 


MONO 


OFF 


New 


X02 


HIGH„Q high Q 


8 


-- 


RIGHT2 


MONO 


27 


04 


X03 


RAPNOIS rap noise 


30 


-- 


LEFT 2 


POLY 


OFF 


04 


X04 


RVB_CLP reverb clap 


35 


-- 


CENTER 


POLY 


28 


10 


X05 


SCRPUSH scratch push 


20 


-- 


RIGHTI 


EXC7 


29 


03 


X06 


SCRPULL scratch pui! 


20 


-- 


RIGHT2 


EXC7 


30 


03 


X07 


SPARK1 spark 1 ** 


70 


70 


LEFT 2 


POLY 


OFF 


R-8 


X08 


WHEEL2 wheel 2 «* 


60 


60 


RIGHT2 


POLY 


OFF 


New 


X09 


BACK_S1 back snare 1 ** 








LEFT 1 


POLY 


OFF 


R-B 


X10 


BACK_T1 back torn 1 





-- 


RIGHTI 


POLY 


OFF 


R-8 


XII 


BACK_C2 back cymbal 2 





-- 


CENTER 


POLY 


OFF 


New 


X12 


BACK_GO back gong 





- 


CENTER 


POLY 


OFF 


New 


801 


FNGBASS finger bass * 


9 


39 


CENTER 


EXC8 


OFF 


New 


802 


SLP8ASS slap bass * 


a 


39 


CENTER 


EXCB 


OFF 


New 


803 


AC„8ASS acoustic bass * 


3 


39 


CENTER 


EXCB 


OFF 


02 


804 


303BASS TB-303 bass ** 


19 


19 


CENTER 


EXCB 


OFF 


10 


R01 


REST rest 





-- 


CENTER 


MONO 


OFF 


R-8 



* : The sound changes by changing your playing strength 

* * : The sound changes by changing the Nuance setting. 



or the Nuance setting. 



aihe Nuance value of all Instruments (marked with * or **) with programmable Nuance is set to 8. 
ii The Pitch value of all Instruments is set to zero. 
ii The Sensitivity Curve value of all Instruments is set to 2. 

ti Source instruments: New ; new Instruments added to the R- 8MKI1, R-8; the Instruments of the R-8. 
Number ; The Sound ROM card number (SN - R8 Series). 
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incrnnciNut 



COPY 
INST# 


INSTRUMENT 


PITCH 


DECAY 


NUANCE 


OUTPUT 
ASSIGN 


ASSIGN 
TYPE 


SENSE 
CURVE 


NOTE# 


NAME 


SOURCE 


C 1 


DBLH_K4 * 


K04 


500 


9 


10 


8 


CENTER 


POLY 


2 


OFF 


C 2 


RIMSHT2 * 


S17 


500 


21 


14 


8 


CENTER 


POLY 


2 


OFF 


C 3 


D00M__T2 


T25 


500 


50 


_ 


-- 


RIGHT1 


POLY 


2 


OFF 


C 4 


D00M_T3 


T25 


1100 


50 


-- 


-- 


LEFT 1 


POLY 


2 


OFF 


C 5 


CLSD„H6 * * 


H04 





10 


12 


15 


LEFT 1 


EXC1 


2 


OFF 


C 6 


CLSD_H7 ** 


H04 





20 


20 





LEFT 1 


EXC1 


2 


OFF 


C 7 


0PEN_H6 ** 


HOB 





20 


20 





LEFT 1 


EXC1 


2 


OFF 


C 8 


0PEN_H7 * * 


H05 





45 


40 


15 


LEFT 1 


EXC1 


2 


OFF 


C 9 


CRSHC11 


Y01 


110 


55 


-- 


-- 


RIGHT2 


POLY 


2 


OFF 


CIO 


CH0K_01 


YOl 





14 


-' 


•- 


LEFT 2 


POLY 


2 


OFF 


C11 


SPLA_C1 


Y01 


900 


22 


-- 


-- 


R1GHT1 


POLY 


2 


OFF 


012 


SPLA_C2 


YOl 


1100 


22 


-- 


-- 


CENTER 


POLY 


2 


■ 55 


013 


DRYCLAP 


P54 


-200 


12 


-- 


,. 


RIGHT1 


POLY 


2 


OFF 


014 


0PEN_D1 


P35 


-200 


26 


-- 


-- 


RIGHT1 


POLY 


2 


OFF 


015 


CABASA2 


P26 


500 


8 


-- 


-- 


RIGHTS 


MONO 


2 


OFF 


016 


C0WBEL3 


P01 


-500 


16 


-- 


-' 


LEFT 3 


POLY 


2 


OFF 


017 


HIGH_CG * 


PI 4 


660 


12 


29 


8 


RIGHT1 


POLY 


2 


63 


018 


AG0GQ2 


P29 


700 


20 


-- 


-- 


RIGHTS 


POLY 


2 


67 


019 


PLATE! ** 


H02 


-1200 


50 


10 


15 


LEFT 3 


POLY 


2 


OFF 


020 


RiNGI 


P29 


1600 


25 


" 


-- 


CENTER 


POLY 


2 


OFF 


C21 


PIPE1 


P27 


-2200 


10 


■- 


-- 


RIGHT2 


POLY 


2 


OFF 


022 


WBL0CK2 


P11 


400 


18 


" 


-- 


LEFT 3 


MONO 


2 


76 


C23 


MUT_TRI 


P10 





9 


-' 


-- 


RIGHTS 


MONO 


2 


80 


C24 


THRILLR ** 


X07 


-3600 


70 


70 


8 


RIGHT1 


POLY 


2 


OFF 


025 


GUNSHT1 


P54 


-1950 


60 


" 




CENTER 


POLY 


2 


OFF 


026 


SHADOW 


P25 


-3600 


70: -- 




CENTER 


POLY 


2 


OFF 



* : The sound changes fay changing your playing strength or the Nuance 

setting. 
** : The sound changes by changing the Nuance setting. 



193 



I REFERENCE 





NOTE No. 


iNSTRUMENT 


r-1 


n 


KOI : AMBO K 
K04 : DBLH_K3 
K05 : DEEP_K1 
K06 : DRY K1 
K08 : FACE_K 
K10 : FLOP K 
K12: GATE_K2 
K29 : W00D_K2 
K:32 : 808 K 
K33 : 909 K 

503 : COMB0_S 

504 : DANCE S 




■ 1 1 




2 




1 3 




4 




5 




1 6 




T 




j 8 




9 




-1 10 




1 1 


CD 


1? 


SOS : ECH0_S 
SOB : FAT_S1 
S09 : HOUSE_S 
S1 1 : UGHT_S 
SI 3: P!CL_S1 
S14:PiNG S 
S16: REAL_S 
S1T: RIMSHT1 

521 : SLAM_S 

522 : SMALL S 

529 : 808 S2 

530 : 909 S 




''^I 13 




14 




j -,5 




16 




IT 




^1 18 




19 




! 20 




21 




--i 22 




23 


CI 


?A 


S31 : SW!S_S2 
334 : SLAP_S1 
S38 : R0LL_S3 
X02 : HIGH Q 
X04 : RVB_CLP 
X05 : SCRPUSH 
X06 : SCRPULL 

K21 : ROOM K3 




..r..i 25 




26 




"ITf 27 




28 




og 




-114 30 




31 




j 32 




33 




_! 34 




35 


c? 


Ti 


KIT: MUSCL__K 
S40 : SIDSTK4 
S10: LA_S 
P54 : 808CLAP 
S20 : SHARP_S 
T10:REAL T2 
HOT : CLSD H5 

102 : ATAK_T2 
H09 : PDAL_H5 
T1 1 : REAL_T3 
HOB : 0PEN_H5 

103 ; ATAK T3 




-^ 37 




38 




-r1 39 




40 




-11 




-U 42 




43 




. 1 44 




45 




, 1 46 




47 


C3 


'IB 


71 2: REAL_T4 
Y01 : CRSH 09 
T04 : A7AK_T4 
Y05 : RiD£_C3 
YOB : CHINA C 
Y06 : RDBL_C3 
P03 : 7AMBRN1 
C12:SPLA 02 
P01 : COWBELl 
Y02:CRSHC10 
P21 : VIBSLAP 
Y08 : RIVE7RD 




! 49 




50 




"^ ^^ 




52 




'S'^ 




^''i 54 




55 




[ 56 




57 




„l 58 




59 



N07E No. 



INS7RUMENT 



04 



05 



06 



07 



60 
62 

64 




PI 3: H1GH_8G . 
PI 2 : LOW BG 
PI 7: MU7E_0G 
CI 7: H!GH_OG 
PI 4: LOW„CG 
P19 : HIGH 7B 
PI 8 : LOW_TB 
018: AG0G02 
P29 : AG0G01 
P26 : CABASA1 
P24 : MARACAS 
P27 : WHIS7L1 


61 




63 




65 
6T 
69 

T1 




66 




68 




70 




T2 
T4 
76 




P28 : WHiSTL2 
P23 : SHO_GUI 
P22 : LNG_GUI 
P20 : 0LAVE1 

022 ; WBLG0K2 
P1 1 : WBLOCK 
P32 : MUT_CUI 
P31 : OPN OUI 

023 : MUT„7RI 
P10: 7RIANGL 
P25 : SHAKER1 


73 




75 




77 
79 
81 
83 




78 




80 




82 




84 
86 
88 




P05 : BEL7REE 
P06 : CASTANE 
P36 : MUT_SRD 
P35 : OPN_SRD 
PI 6: SLAP_CG 

POS : GONG 
P34 : MU7_PND 
P33 : OPN_PND 
P37 : 7MB0RiM 


85 




87 




89 

91 
93 

95 




90 




92 




•94 




96 




P07 : C0N„BD2 
Y04 : HAND 01 


97 
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Roland Exclusive Messages 

|j |Data Format for Exclusive Messages j 

Roland's MIDI implementation uses ihG (oflowing data formal for ail 
exclusive messages (type IV) : 



BvtB 


Descrtptton 


FOH 


Exclusive status 


41H 


Manufacturer ID (Roland) 


DEV 


Devica ^D 


MDL 


Model ID 


CMD 


Command ID 


[BODY] 


Main data 


F7H 


End of exctusivB 



;MIDI status: FOH. F7H 

An exclusive message must l>e flanked by a pair of status codes, starting 
with a Manufacturer-ID immediately after FOH (MIDI versioni.O). 

= Manufacturer ID : 41 H 

The Manufacturer-ID identifies the manufacturer of a MIDI instrument 
that triggers an exclusive message. Value -llH represents Roland's 
Manufaclurer-ID. 

; Device-ID ; DEV 

The Device-ID contains a unique value that identifies the individual device 
in tfie multiple implementation of MlDi instruments. It is usually set to 
OOH - OFH, a value smaller by one than that of a basic channel, but 
value 0011 - IFH may be used for a device with multiple basic channels. 

^ModeMD: MDL 

The Modei-ID contains a value that uniquely identifies one model from 
another. Different models, however, may share an identical Model-ID if 
they handle similar data. 

The Model-ID format may contain OOH in one or more places to provide 
an extended data field. The following are examples of valid Model-IDs, 
each representing a unique model : 

OIH 

02 H 

03 H 

OOH, OIH 
OOH, 02H 

OOH, OOH, om 
iCommandID : CMD 

The Command-ID indicates the function of an exclusive message. The 
Command-ID formal may contain OOH in one or more places to provide 
an extended data field. The following are examples of valid Command- 
IDs, each representing a unique function : 

OIH 

02H 

0311 

OOH, OIH 

OOH. 02H 

OOH. OOH, OIH 

Main data ; BODY 

This field contains a message to he exchanged across an interface. The 
exact data size and contents will vary with the Model-ID and Command- 
ID. 



Oneway transfer procedure (See Section 3 for details.) 

This procedure is suited for the transfer of a small amount of data. It 
sends out an exclusive message completeiy independent of a receiving 
device status. 



Connaotlon DJagrani 
Device (A) 



Device (B) 



MIK OUT 
MO IM 



MIO IN 
MIDI OUT 



Connection at point 2 is essentia! for "Request data" 
Section 3.) 



procedures. (See 



t Handshake-transfer procedure 
(This device does not cover this procedure) 

This prtKedure initiates a predetermined transfer sequence (handshaking) 
across the interface before data transfer lakes piace. Handshaking ensures 
that reliability and transfer speed are high enough to handle a large 
amount of data. 



CannBction Diagram 
Device (A) 



Device (B) 



MIDI otrr 

M?DI IN 


' _ 


Mia IN 

MIDI OUT 







Connection at points 1 and 2 is essential. 

Notes on the above two procedures 

* There are separate Command-IDs for different transfer procedures. 

* Devices A and B cannot exchange data unless they use the same 
transfer procedure, share identical Device-ID and Model ED, and are 
ready for communication. 



3 Oneway Transfer Procedure 



This procedure sends out data all the way until it stops and is used 
when the messages are so short that answerbacks need not be checked. 
For long messages, however, the receiving device must acquire each 
message in time with the transfer sequence, which inserts intervals of 
at least 20 milliseconds in between. 



Typ«* of MiMBgaa 



Message 


Command ID 


Request data 1 
Data set t 


RQI (HH) 
DTI C12H) 



Request data #1 : RQI (11H) 

This message is sent out when there is a need to acquire data from 
a device at the other end of the interface. It contains data for the address 
and size that specify designation and length, respectively, of data require. 
On receiving an RQI message, the remote device checks its memory for 
the data address and size that satisfy the request 
if it finds them and is ready for communication, the device will transmit 
a "Data set 1 (DTI)" message, which contains the requested data. 
Otherwise, the device will send out nothing. 



Addressmapped Data Transfer 



Address mapping is a technique for transferring messages conforming 
to the data format given in Section I. It assigns a series of memory- 
resident records-waveform and tone data, switch status, and parameters, 
for example-to specific locations in a machine-dependent address space, 
thereby allowing access to data residing at the address a message 
specifies. 

Address-mapped data transfer is therefore independent of models and 
data categories. This technique allows use of two different transfer 
procedures : one-way transfer and handshake transfer. 



Byte 


Description 


FOH 


Excfusive status 


dlH 


Manufacturer ID (Rofand) 


DEV 


Device ID 


MDL 


Model ID 


IIH 


Command ID 


aaH 


Address MSB 




LSB 


asH 


Size MSB 




LSB 


sum 


Check sum 


F7H 


End of eKclusivB 
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* The size of the requested data does not indicate the number of bytes 
that will make up a DT! message, but represents the address fields 
where the requested data resides. 

* Some models are subject to limitations in data format used for a 
single transaction. Requested data, for example, may have a limit in 
length or must be divided into predetermined address fields Ijefore 
it is exchanged across the interface. 

* The same number of bytes comprises address and size data, which, 
however, vary with the Model-iD. 

* The error checking process uses a checksum that provides a bit 
pattern where the least significant 7 hits are zero when values for 
an address, size, and that checksum are summed. 

eData set 1 : DTI (12H} 

This message corresponds to the actual data transfer process. 
Because every byte in the data is assigned a unique address, a DTi 
message can convey the starting address of one or more data as well 
as a series of data formatted in an address- dependent order. 

The MIDi standards inhibit non-real time messages from interrupting an 
exclusive one. This fact is inconvenient for the devices that support a 
"soft-through" mechanism. To maintain compatibility with such devices, 
Roland has limited the DTI to 256 bytes so that an excessively long 
message is sent out in separate segments. 



• Device B requesting data from Device A 

Device B sends an SQl message to Device A. Checking the 
message. Device A sends a DTI message back to Device B. 



DevicB (A) 



Device (B) 



[Data set I] -^ [Request data] 

[Data set 1] *- 

« More than 20m aao time internal, 

[Data set 1] ^- 

[Data set I] '■ ' — ^- 



Byto 


Description 


FOH 


Exclusive 


41H 


Manufacturer 10 (Roland) 


DEV 


Davica ID 


MDL 


Model ID 


12H 


Command ID 


aaH 


Address MSB 




LSB 


ddH 


Da 


a 


sum 


Ch 


3ck sum 


F7H 


End ot axduslve 



* A DTI message is capable of providing only the valid data among 
those specified by an RQl message- 

* Some models are subject to limitations in data format used tor a 
single transaction. Requested data, for example, may have a limit in 
length or must be divided into predetermined address fields before 
it is exchanged across the interface. 

* The number of bytes comprising address data varies from one Model- 
10 to another, 

* The error checking process uses a checksum that provides a bit 
pattern where the least significant 7 bits are zero when values for 
an address, size, and that checksum are summed. 

# Example of Message Transactions 

* Device A sending data to Device B 

Transfer of a DTI message is all that takes place. 



Devtco (A) 



Device CB) 



[Data set 1] ^- 

« More than ZOm aec time internal- 

EOata set I] 



[Data sat 1} 
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HUMAN hMYIMM UUMPU^bH 
Model R-8MK II 



MIDI Implementation 



Date : Nov. 4 1992 

Version : 1.00 



1. TRANSMITTED DATA 



I Channel Voice Message 
INotB off 



Stalus SL'cnnd 


Third 






9nl-! kkH 


OOH 






n = MIDI channel number 


;0H - 


FH (ch.l 


- ch.l6) 


kk - Note number 


: OOH 


- 7FH (0 - 


127) 


CNotB an 








Status Second 


Third 






9nH kkH 


vvH 







n - MIDI channel number 
kk = Note numt>er 
vv = Velocity 



OH - FH (ch.l - ch.16) 
OOH - 7FH (0 - 127) 
OIH - 7FH (1 - 127) 



Note number (0 - !27 or OFF), and transmii channel (1-15) can be set for 
each instrument. An instrument whose note number is set at OFF cannot send 
any Note message. 

Tho period between a Note On and the subsequent Note Off is in the range 
of 25ms and 50ms. If, however, another note is made on the same instrument 
before the Note Off for the previous note is issued, a Note Off for the previous 
note precedes the new Note On. 

The R-8MK1I does not transmit this message if the Function switch "CHANNEL 
MESSAGE" is set at OFF. 



C Control changa 




Modulation Dsuth 




Status Second 


Third 


BnH OIH 


vvH 


Dnil aiH 


vvH 



OGanaral purpo«B controller- 1 



Status 


Second 


Third 


tJnH 


iOH 


VVH 


BnH 


30H 


vvH 



QGaneral purpois conirollsr-Z 



Status 


Second 


Third 


QnH 


IIH 


vvH 


BnH 


31H 


vvH 



)GanBrBl purpoae controllar - 3 



Status 


Second 


Third 


On II 


1211 


vvH 


BnH 


32H 


vvH 


C G an oral 


purpois controller 


- 4 


Status 


Second 


Third 


BnH 


13H 


vvH 


Bni! 


33H 


vvH 



!; General purpoaa controller -- 5 



Status 


Secnnti 


Third 


BnH 


50H 


vvH 


General 


purpose controller 


- 6 


Status 


Second 


Third 


linll 


51H 


vvH 



)General purpose controller - 7 



Status 
nnH 



Soconti 



General purpose controHar - 8 

Status Second Thir 

BnH 53H vvH 

n = MIDI channel number 

vv = Performance parameter value 



:0H - FH (ch.l - ch.16) 

:O0H - 7FH (0 - 127) * 1 - 1 



Instruments and Performance parameters can be assigned to each of nine controls 
(Modulation Depth and General Purpose Controllers 1 -8). These nine controls 
may be set to have no Performance parameter. 

if an instrument has an assigned contnal number, it is sent with the current 
performance parameter value that is sent through the Control Change just before 
the Note On is sent. 

Tablo * 1 ~ 1 relates Performance Parameter values to those actually transmitted 
by a Control Change. Since a Performance Pitch value requires two bytes for 
being transmitted, Control Number 21H, 30H, 31H, 32H or 33H is used as the 
lower byte. The Performance value of Decay, Nuance or Pan can be expressed 
in one byte and does not need such Control Number. 

■General Purpose Controllers 5-8 have no ContnJi Number usable as lower byte 
and are not used in transmitting Performance Pilch. 
r 

No Contrel Change is transmitted when the Function switch "CHANNEL 
MESSAGE" is set at OFF. 



* 1 - 1 Control Change Value 
paraieter ( transnitted 



received 



'. 1 


- 4800 -> 0400H 


1 DO0OH-04O7H -> - 4800 


: 1 


- 4790 -> OllOH 


j 040BH-0417H -> - 4790 


1 1 


- 4780 -> 0420H 


1 041BH-0427H -> - 4780 


1 i 


- 0D90 -> 3E70II 


! 3E58H-3E77H -> - 0030 


1 i 


- 0D80 -> 3F0OH 


1 3E78H-3F07H -> - 0080 


1 i 


- D070 -> SFIDH 


1 3F08H-3F17H -> - 0070 


i 1 


- QOIQ -> 3F70H 


1 3F6aii-3F77H -> - 0010 


1 pitch i 


OOOD -> 4I100H 


1 3F7aif-4007ll -) 0000 


1 i 


► OOifl -> 4010H 


i ■4008H-4017H -> t OQIO 


1 [ 


* OD70 -> 4070H 


1 4068H-4O77H -> ' 0070 


1 1 


*- OOaO -) 4100H 


! 4078H-1107II -> t- ooaO 


1 1 


>■ 0030 -> 41I0H 


! 410eH-4inH -> + 0O90 


1 1 


*■ 4780 -> 7B6(1H 


! 7B58H-7B67H -> ^ 4780 


1 1 


1- 4790 -> 7B70H 


1 7B6BH-7B77H -) - 4790 


1 ! 


+ 4fl00 -> 7CD0H 


1 7B7aH-7F7FII -> - 4800 


1 1 




i OOH -> - 53 


1 i 


- 53 -> OIH 


OIH -> - 53 


1 1 


- 52 -> 021! 


1 02H -> - 52 


I I 


- 01 -> 3FH 


1 3Fli -■> - 01 


\ decay 1 


DO -> 40H 


1 4011 -> 00 


! 1 


+ 0! -> 4111 


1 411i -> * 0! 


1 1 


* 6Z -> 7Eil 


1 TEH -> ■(- 52 




->■ 53 -> 7FH 


1 7FH -> t 63 


1 1 


- 7 -> oaii 


i OOH-OBH -> - 7 


: ) 


- 6 -> 1011 


1 0Cil-13H -> - B 




- 5 -> 1811 


1 14H-1BH -> - 5 


i ; 


- 1 -> 3811 


1 341!-3BH -> - 1 


1 nuance 1 


-> «H 


1 3CH-43II -> 


i 1 


t 1 -) 48H 


1 «H-4Bii -> -t i 


t 1 


+ 5 -> 68H 


B4li-GBH -> + 5 


* 1 


(- 6 -> 70H 


t 6CH-73H -> + B 


: ! 


t 7 -> 7BH 


! 74H-7FH -> - 7 





(LEFT3) 


-> oaii 


OOil-OFH -> (LEFT3) 




i 1 (LEFT2) 


-> laH 


lOII-lFH -> i (LEFT2) 




1 2 (LEFTl) 


-> 28H 


20H-2FH -■> 1 (LEFTl) 


pan 


1 3 (CENTER) 


-> 3flll j 


30I1-3FH -> 3 (CENTER) 




1 i (RlGHTl) 


-> 484 i 


40H-4KH -> 4 (EIGHTl) 




i 5 {R1GIIT2) 


-> 5811 1 


50H-5FH -> a (HIGHT2) 




J B (RIGHTS) 


-> BBH ! 


60H-6FK-> 6 (RIGHT3) 




! 7 (OFF! 


-> 7FH 1 


70H-7FH -> 7 (OFF) 
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H System Exclusive message 

Status 

FOH : System Exclusive 

F7H : EOX (End of Exclusive) 

With [he R-SMKII. the System Exclusive Message can be used to transmit sound 
parameter of each instrument and Bulk Dump/Load of sequence data, setup 
data and one pattern. 

For details refer to paragraph "4. Exclusive Communications" and "Roland 
Exclusive Messages." 



I System common message 
I Song pontbn polntsr 



Status 
F2H 



Second 
IIH 



Third 
mmH 



mm,ll = song position : OOH.ODH - 7FH,7FH (0 - 16383) 

Transmitted in one of the following operations : 

Song Play mode - measure reposition or measure selection 

Pattern Play or Real Time Write mode - bar reposition or bar selection 



%5ang salect 



Status 
F3H 



Second 
ssH 



ss = song select : OH -- 9H (0 - 9) 

Transmitted when a Song is selected in Song Play mode. 



Z RECOGNIZED RECEIVE DATA (INSTRUMENT SECTION) 



IChannei 


Voice Message 






• Nota off 








status 


Second 


Third 




8nH 


kkH 


vvH 




9nK 


kkH 


OOH 




n=MIDI channel number 


:0H - FH (ch.l 


- ch.ie) 


kk = Note number 


: OOH - 7PH (0 - 


127) 


vv = Velocity 




: ignored 





Mutes the sounding notes on receiving a Note Off message if the Function switch 
"NOTE OFF" is set at ON. 

• Not* on 



Status Second 


Third 






9nH kkH 


vvH 






n = MIDI channel number 


:0H - 


FH {ch.l 


- ch.l6> 


kk = Note number 


:O0H 


- 7FH {0 


127) 


w = Velocity 


:0!H 


- 7FH (1 


127) 



When the R - BMKII receives a Note On on the channel assigned to the Instrument 
section, it sounds the instrument assigned that Note Number. In the case when 
one or more instrument has been set to the same Note Number, up to 12 
instruments can sound simultaneously ; if more than 12 instruments have the 
same Note Number, priority is given to larger instrument Numbers. 

The R - 8MKI1 ignores this message if the Function switch "CHANNEL MESSAGE" 
is set at OFF. 



■ System Real Time message 

• Timing Clock 

Status 
F8H 

Transmitted when Sync mode is set other than MIDI, even in non - play period. 

• Start 

Status 
FAH 

Transmitted on pressing START key for initiating play with Sync mode set at 
other than MIDI. 

• Continu* 



Status 
FBH 



Transmitted when CONTINUE START is made for initiating play with Sync mode 
set at other than MIDI. 

• Stop 

Status 
FCH 

When Sync mode is set at other than MIDI, Transmitted if STOP is made. 

• Aotiva Santing 

Status 
FEH 

Transmitted for checking MIDI connection between R - BMKII and external 
equipment. 



• C«itroi Chang* 




OPanpot 




Status Second 


Third 


OnH OAH 


vvH 



n = MIDI channel number 
vv = Panpot 



:0H ~ FH (ch.l - ch.l6} 
:00H - 7FH (0 - 127) *2- 1 



Once the R - 8MKII receives a PANPOT, it sounds on the PANPOT position until 
the Panpot having different value is given. 

Refer to Table * 2 - i for the relationship between Panpot values and positions 
of the instnimenL 

The R-8MKI1 does not recognize Panpot it the Function switch "CHANNEL 
MESSAGE" is set at OFF or "PANPOT" is set at OFF. 

* 2 - I Control Change Value ( Panpot ) 



! w 


Panpot 1 


1 OOH-IZH 


0(LEFT3) 1 


1 13H-24H 


1(LEFT2) t 


1 Z5H-3Bil 


Z(LEni) 1 


1 m-iu 


3(CEKTER) 1 


j J9H-5AH 


4(R1GHT1) 1 


1 5BH-6CH 


5(R1GHT2) 1 


1 50H-7FH 


B (RIGHTS) 1 



O Modulation Dapth 



Status 


Second 


Ttiird 


Bn!i 


OIH 


vvH 


BnH 


21H 


vvH 



OGanarai purpoia controtler - 1 

Status Second Third 

BnH lOH vvH 

BnH 30H vvH 

OGanarai purpoaa eontrollar - Z 

Status Second Third 

BnH 1!H vvH 

BnH 3!H vvH 
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jGansral purpoia controller -~ 3 



Status 


Second 


Third 


BtiH 


I2H 


vvH 


Dnil 


32H 


vvH 



O General purpose controller -- 4 



Status 


Second Third 








BnH 


13H wK 








BnH 


33il ■ vvH 








General 


purpose controller — 5 








Status 


Second Third 








Dnil 


50H vvH 








General 


purpose controller - 6 








Status 


Second Third 








BnH 


3H^ vvH 








O General 


purpose controller ~ 7 






. 


Status 


Second Third 






• 


BnH 


52H. vvH 








OGeneral 


purpose controller ~ 8 








Status 


Second Third 








BnH 


53H vvH 








n = MIDI channel number 


:0H - 


FH (ch.l - 


ch.16) 


vv = Performance parameter value 


:O0H 


- 7FH (0 


- 127) * I - i 



Instruments and Performance parameters can be assigned to each of nine controls 
(Modulation Depth and General Purpose Controllers 1 - B). These nine controls 
may be set to have no Performance parameter. (This assignment is in common 
witb that of transmitting.) 

When the R - SMKil receives Modulation Depth or General Purpose Conlrollors 
1-a en the receive channel of the Instrument section.it memorizes the value 
with Control Number. 

On receiving a Note On, and if the instrument is assigned to the Control Number, 
the R-8MKII sounds the Performance Parameter that has been converted from 
the value memorized in the Control Change, 

Refer to Table * i - 1 for relationship between received Control Change values 
and Performance Parameters. 

The i? - aMKII does not recognize Contrai Change if the Function switch 
"CHANNEL MESSAGE" is set at OFF. 



■ System Exclusive messags 

Status 



FOH 
F7H 



: System Exclusive 

: EOX (End of Exclusive) 



With the R - 8MKii the System Exclusive Message can be used to receive Sound 

Parameter of each instrument and Bulk DumpXLoad of Sequence data, Setup 

data and one pattern. 

For details refer to paragraph "4. Exclusive Communications" and "Roland 

Exclusive Messages." 

The R-BMKII ignores Exclusive Message if the Function switch "EXCLSV RX" 

is set at OFF. 



I System common message 
(ScHig poaitlon pointer 



Status 
F2H 



Second 
IIH 



mm.il = song position : OOH.OOH - 7FH.7FH CO - J63B3) 

Recognized only when the R-8MKli is in stop and Sync mode is set at MIDI. 
It the R-SMKII receives Song Position Pointer in Song Play mode, it calls the 
position in the song. -^ ^ i^ 

If the R- aMKII receives in Pattern Play mode or Real Time Write mode, it 
calls the position in the pattern. 



• Song ■elect 

Status 
F3H 

ss = song select 



Second 
ssH 



: OH - 9H (0 - 9) 



Recognized only when the R - BMKH is in stop and Sync mode is set at MIDI. 
When received in Song Play mode, it changes the songs. 



I System Real Tims messaga 

V Timing Qock 

Status 
F8H 

Recognized only when the Sync mode is set at MiDI- 
• Start 



# Program 


change 


-Status 


Second 


CnH 


PPH 



(Pattern Play mode) 

n = MIDI channel number 

PP= Program number 



:0H - FH (ch.i - ch.I6) 
:O0H - 63H, B-IH, 65H {ptn:O0 
bank A. Pattern bank B) 



ptn : 99, Pattern 



If the function switch "PROGRAM CHANGE" is set at ON, the R-8MK!! receives 

this message. 

When the R - BMKII receives a Program Change with the value that is from 

OOH to 63H on ihe Basic Channel (Receive channel of the Instrument section) 

in Paitem Play mode, it changes the Pattern number of the current pattern bank 

to the received value. 

On receiving the value GAU or 65H the R - 8MKII changes the pattern bank. 

The correspondence of the value to pattern bank is as follows : 

64H : pattern bank A 

65H : pattern bank B 



(Song Play mode) 
n=MIDI channel number 
pp = Program numtjer 



:0H - FH (ch.l - ch.16) 
: OOH - 07H, 7FH (feel : 



feel : 7, feel : off) 



When the R-BMKII receives a Program Change on the Basic Channel (Receive 
channel of the Instrument section) in Song Play mode with the Function switch 
"PROGRAM CHANCE" is set at ON', it changes the Feel Patch number to the 
received value. 
Receiving of value 7FH has an effect of no -feel patch. 

The R- AMKII ignores Program Change when the Function switch "CHANXEL 
MESSAGE" is set at OFF or "PROGRAM CHANGE" is set at OFF. 



Status 
FAH 

Recognized only when the Sync mode is set at MIDI. 

• Continue 

Status 
FBH 

Recognized only when the Sync mode Is set at MIDI. 

• Stop 

Status 
FCH 

Recognized only when the Sync mode is set at MIDI. 
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3. RECOGNIZED RECEIVE DATA 
(PERFORMANCE SECTION 1 - 



4) 



I Channel Voice Message 



• Nota off 








Status 


Second 


Third 




BnH 


kkH 


vvH 




9nH 


kkH 


OOH 




n = MID! channel number 


:0H - FH (ch.l 


- ch.l6) 


kk = Note numt>er 


: OOH - 7FH (0 - 


127) 


vv = Velocity 




: ignored 





When the Function switch "NOTE OFF" is set at ON, the received Note Off 
message mutes the sounds being reproduced. 



4Nota on 








Status Second 


Third 






9nH kkH- 


vvH 






n = MiDI channel number 


:0H - 


FH Cch.l 


- ch.l6^ 


kk = Note number 


: OOH 


" 7FH (0 - 


127) 


vv = Velocity 


:01H 


- 7FH (1 - 


- 127) 



All sections can be assigned a channel from i to 16 or OFF. 

When the R ~ 8MKli receives Note On on the receive channel of a Performance 

section, the instrument assigned to that section wilt sound. 

The Performance parameter to be controlled by Note number can be selected 
on panel operation for each section. Received Note number will be converted 
into the Performance Parameter before the instrument is reproduced. 

When Instrument section and Performance sections are set at the same receiving 
channel, priority is given to the instrument section. If more than one Performance 
section Is set at the same receiving channei, they are reproduced simultaneously. 

The R - 8MK!I ignores Note messages when the Function switch "CHANNEL 
MESSAGE" is set at OFF. 



• Control 


chang* 




OP«npot 






Status 


Second 


Third 


BnH 


OAH 


vvH 



n = MIDi channel number 
vv = Panpot 



: OH - FH (ch.l - ch.16) 

: OOH - 7FH (0 - 127) *2- 1 



Once the R-BMKU receives a PANPOT, it sounds on the PANPOT position until 
the Panpot having different value is given. 

Refer to Table * 2 - 1 for the relationship between Panpoi values and positions 
of the instrument- 

Panpot is ignored if the Function switch "CHANNEL MESSAGE" is set at OFF 
or "PANPOT" is set at OFF. 

OModulation Dapth 



Status 
BnH 



Second 
OIH 



OGenoral purpota controllar- 1 



Status 
BnH 



Second 
lOH 



OGonsral purpoM caotrollar - 2 

Status Second Th 

BnH IIH vv! 

OGnnBrnl purpoi* oontrollar-S 



Status 
BnH 



Second 
12H 



OGanaral purpoaa cantrollar - 4 
Status 



BnH 



Second 
!3H 



OQanaral purpoaa controllar - 5 



Second 



50H 



OGanaral purpoaa contrallar - 6 



Status 
BnH 



Seconcj 
51H 



OGanaral purpoia controller - 7 



Status 
BnH 



Second 
52H 



OGanaral purpoaa aontrollar - 8 



Status 
BnH 



Second 
53 H 



MIDI channel number : OH - FH {ch.l - ch.16) 

= Performance parameter value: OOH - 7FH (0 - 127) 



* 1 - 1 



A control (.Modulation Depth, or General Purpose Controllers 1 - 8) and a 

Performance Parameter can be assigned to each section (It can also be set unused 

Control Change at OFF). 

The R-aMKil. when receives a Control on the receive channel of a particular 

Performance section, memorizes the value for that section and converts this 

memorized value to generate the Performance Parameter when it reproduces 

a sound on receiving a Note On. 

Refer to Table * 1 - 1 for relationship between received control change values 

and performance parameters. 

The R - 8MK[I does not recognize Conirol Change if the function switch 
"CHANNEL MESSAGE" is set at OFF. 



4.EXCLUSIVE COMMUNICATIONS 



With the R-8MKII, Exclusive One -Way Messages can be used for transferring 
of sound parameters and Bulk Dump/Load of the internal memory. 

In Exclusive message, the model ID is expressed by 5EH and device ID by the 
basic channel number (receive channel of Instrument section). In actual data, 
the value of device ID is smaller the lasic channel number by 1. 



I ONE -WAY COMMUNICATIONS 



Request Data RQl IIH 


bvie 


Description 


FOH 


Exclusive status 


4iH 


Manufacture's ID (Roland) 


DEV 


Device ID 


5EH 


Model ID (R-BMKIO 


UH 


Command ID (RQ!) 


aaH 


Address MSB 


aaH 


Address 


aaH 


Address 


aaH 


Address LSB 


ssH 


Size MSB 


ssH 


Size 


ssH 


Size 


ssH 


Size LSB 


sum 


Check sum 


F7H 


EOX (End of exclusive) 
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Dala scl 



DTI i2H 



bytG DeSEriplion 



rOH Exclusive status 

■IIH Manufaclure's ID (Roland) 

DEV Device ID 

5i;H Model ID (R- SMKII) 

I2H Command ID (DT!) 

aaH Address MSB 

aaH Address 

aaH Address 

aaH Address LSB 

ddH Data 

sum Check sum 

FIH EOX (End of exclusive) 



The R-SMKII sends parameter (s) by using one-way communications in either 
of ttie following cases. 

1. One - way Sulk Dump is selected and executed from MiDI Bulk Dump operation. 
(Groups of designated parameters are sent.) 

2. ENTER key is pressed on editing tfie sound parameter. (Tha sound parameters 
of Uie sound being edited are sent.) 

'1 ( 

^tie Ii-8MK[i racetvos parameter (s) by using one-way cummunications in 
either of the following cases. 

Tlie sequencer is stopped and the function switch "EXCLSV is set at ON. 

Also note that Song data and Pattern data can be received on All songs, AH 
patterns or one pattern basis while the remaining parameters can be received 
in a unit of mapped one byte. 



5.PARAMETER ADDRESS MAPi 



The address is described with 7 - bit hexadecimal number. 



Address 



MSB 



LSB 



Binary 
7-1): t hen. 



■ Daaa aaaa j Obbb bbbb I Occc cccc I Oddd dddd 
i Ml BB I CC I m 



I Parameter base address 



start 
address 



Description 



OG OD DO GO [ 
00 OD 00 OA : 



00 00 13 4E 



Sound Paraseter S! 
Sound Paraseter JZ 



Sound Parameter iZSZ 



*5-l 



00 01 00 


00 1 


Copy Sound Area 




*3'2 


00 02 00 


00 1 


ROM Card data Area 




♦ 5-3 


00 03 00 


00 i 


Perforsiance Parasieter 


SA-I 


*5-4 


00 03 00 


oa 1 


Perfonaance Paraiteter 


iA-2 




00 03 DO 


78 i 


Perfoniance Parasieter 


#A-16 




00 03 0! 


00 1 


PerfQ nuance Paraiaeter 


ifB-1 




00 03 01 


7a 1 


Perfonnance Parameter 


SB- 16 




00 03 02 


00 1 


Perfonaance Paraineter 


SC-i 




00 03 02 


73 1 


Perforoance Parameter 


;c-i5 




00 03 03 


00 1 


PertorKance Paraiseier #D-l 




00 03 03 


7B 1 


Perfoniance Paraneler 


so- IE 




00 03 04 00 1 


Perfomance Paranieter 


SE-1 




00 03 04 


73 ! 


Perfornance Paraaeter SE-IB 




00 03 05 


DO f 


Perforraance Paraaeter CW-I 




00 03 05 


78 1 


Perfonnance Parameter 


=y-i5 




00 04 00 


00 j 


Feel Patch to 




♦5-5 


00 04 00 


64 1 


Feel Patch ;i 






00 04 05 


3C 1 


Feel Patch il 







( 00 OS 00 00 i Assl^ Area 



•5-6 



00 05 00 00 j Output Level 



15-7 



1 00 07 DO 00 ! 


MIDI Paraaeter Area 


t5-a 


1 00 08 DO 00 1 


Systen data Area 


»5-g 


1 01 00 00 00 1 


Song data Area 


+5-10 


! 02 00 00 00 t 


PTN AOO data Area 


»5-n 


1 DZ 04 00 00 1 


PTN AOl data Area 




1 05 OC 00 00 1 


PTS A9S data Area 




1 05 10 00 00 \ 


PTN BOO data Area 




1 05 14 00 00 \ 


PTN BOl data Area 




1 OS IC 00 00 1 


PTN B99 data Area 





*5- 1 



1 Sound Parameter 






■ 1 Offset 


[ 








[ address 


1 


Description 




• 










[ 00 


00 1 


OODO aaaa 


i Pitch data t)!t3-0 


0-480 1 


1 DO 


Oi 1 


DO 00 bbbb 


1 : bit7-4 




[ 00 


02 1 


DOOO OOOc 


t : blt8 




1 OD 


03 1 

1 


ODDO ODOa 


1 sign Pitch 

! 


- 1 (0=plus ■ 1 
I=!glnusj 1 


1 00 


04 1 


Daaa aaaa 


t tJEcay for Partial-1 


0- in ' 1 


1 00 


05 1 


Oaea aaaa 


1 Decay for Partial-2 


0-127 1 


1 OD 


06 t 


OOOO aaaa 


1 Nuance 


0-15 1 


1 DO 


07 1 

1 
1 


OOOO aaaa 


[ Output 

! 
[ 


- U 1 
(LEFT3-1. CENTER. [ 
HiGHTi-3.MaTU-8)l 


i 00 


08 1 

1 


0000 aaaa 


1 Asslm Type 

t 


0-3 1 
(EXCl-a, MONO, POLY) 1 


1 00 


09 1 

i 


OOOO Oaaa 


i Curve 

t 


0-7 1 
(1-8) 1 




rota] 


size 


i 00 OO 00 OA 





* 5 - 2 Copy Sound Area 



i Offset \ 










1 address j 


Description 






1 00 00 1 


DOOO aaaa 


1 Source 


Inst no. #1 bit3-0 


0-251 1 


1 00 01 1 


DOOO aaaa 


i Source 


inst no. #1 bit7-4 




1 00 02 1 


DOOO aaaa 


t Source 


Inst no. #2 l)it3-0 


0-251 1 


1 00 03 1 


DOOO aaaa 


1 Source 


Inst no. #2 hit7-4 




1 00 32 j 


DODO aaaa 


1 Source 


Inst no. *2B bit3-0 


- 251. 1 


1 00 33 1 


OOOO aaaa 


1 Source 


inst no. S2B l)it7-4 




1 DO 34 i 




1 Copy Sound Naae SI '5-2- 


1 t 


1 00 3B 1 




i Copy Sound Naee 12 




1 01 S3 1 




i Copy Sound fjane «25 




1 Total 

+ 


size 


i 00 00 01 6A 





* 5 - 2 - 1 Copy Sound Name 



Offset 
address 



Description 



00 00 I Oaaa aaaa I Copy Sound Hsae char. 1 

: 1 : I r 

00 06 I Oaaa aaaa I Copy Sound Hase char, 7 

^ __^__,. _ 

Total size I 00 00 00 07 



32 - 127 
3Z - 127 
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*5-3 ROM Card data Area 



Offset 
address 



Description 



00 00 I Oaaa aaaa I ROM Card data 

: I : I : 

13 49 I Oaaa aaaa I ROX Card data 



- 127 
- 127 



Total size 



00 00 13 4A 



The contents of this area are data read from Sound ROM card on executing 
LOAD ROM. 



*5-4 Performance Parameter 



1 Offse 


1 










1 address [ 




Description 






00 00 1 


GOOD 


aaaa 


1 Pitch data bit3-0 


0-480 1 


i 


OD 01 1 


0000 


bbbb 


1 : ti!t7-4 




] 


DO 02 1 


DODO 


DOOc 


1 : bltB 




1 


00 03 1 

1 


0000 


OODa 


1 sign Pitch 


- 1 (0=plus I 
l=BtnusJ i 




00 04 1 


Oaaa 


aaaa 


1 Decay 


*S3 - t-G3 * 1 


) 


00.05 1 


0000 


aaaa 


I" Nuance 


-7 - -7 * 1 


1 
1 


00 ^ 1 

1 
1 


fOO 


Oaaa 


i Pan 

1 


0-7 1 
(LEFT3. 2.1. CENTER, i 
RiGliTl,2,3.0FF) 1 


1 


00 07 t 


Oxxx 


xxxx 


1 dusny (Ignored if 


received) 1 


1 


Total 


size 




1 00 DO 00 08 





*5-5 



* 2's - complement 
Feei Patcii Parameter 



Offset 
address 



Description 



1 00 


00 { 


0000 aaaa 


Insi no. tl blt3-0 


- 


25! \ 


1 00 


01 1 


DODO aaaa 


inst no. tl bit7-4 






[ DO 


OE 1 


0000 aaaa 


Inst no. ?a bit3-0 


- 


251 1 


1 00 


OF i 


OODO aaaa 


Inst no. ;a bit7-4 






1 00 


10 ! 


OOOO dctia 


Inst sw. #1 








i 




a ; Velocity 


- 


i (OFF, OK) 1 




! 




b : Decay 


- 


1 (OFF. ON) 1 




1 




c ; Pitch 


- 


1 (OFF. ON) 1 




1 




d : !Juance 


- 


1 (OFF. ON) 1 


1 00 


17 1 


0000 dcba 


inst sw. «8 








1 




a : VelQClty 


- 


1 (OFF. ON) 1 




1 




b : Decay 


- 


1 (OFF. ON) 1 




1 




c : Pitch 


- 


1 (OFF. ON) 1 




1 




d ; Nuance 


- 


1 (OFF, ON) 1 


J 00 


IS 1 


0000 dcba 


Rand OB s* 








] 




a ; Velocity 


- 


1 (OFF, ON) 1 




1 




b : Decay 


- 


1 (OFF, ON) 1 




i 




c : Pitch 


- 


1 (OFF. ON) 1 




1 




d ; Nuance 


- 


I (OFF, ON) 1 


1 00 


19 1 


OODO aaaa 


Randon Probability for Velocity 1 - B 1 


! 00 


lA 1 


OOOO aaaa 


RandoB Probability for Decay 


1-81 


i 00 


IB 1 


OOOO aaaa 


RandDB Probability for Pitch 


1 - 8 1 


1 00 


IC 1 


OOOO aaaa 


Randon Protiabllity for Nuance 


1 - 8 1 


1 00 


ID 1 


OOOO Oaaa 


RandOB Depth for Velocity 


1-41 


1 00 


IE t 


OOOO Oaaa 


Randffia Depth for Decay 




1-41 


1 DO 


IF 1 


OOOO Oaaa 


Randoa Depth for Pitch 




1-41 


1 00 


20 1 


OODO Oaaa 


RandM Depth for Nuance 




1-41 


] 00 


21 i 


OOOO dcba 


Groove s*. 








[ 




a : Velocity 


- 


(OFF, ON) 1 




i 




b : Decay 


- 


(OFF. ON) ; 




1 




c : Pitch 


- 


{OFF. ON) 1 




1 




d : Nuance 


D - 


(OFF, ON) 1 


1 DO 


22 1 


OOOO aaaa 


Groove Type 


1 - a 




1 00 


Z3 i 

1 


OOOO Oaaa 


Groove Step 


I - 1 

(1/4. 
!/i2. 
1/32) 


1/6, 1/8. i 
I/IE. 1/24, 1 



1 + 

1 OO 24 t 


1 Groove Velocity offset ;!1 


t5-5-i 


1 00 32 [ 


i Groove Velocity offset K8 




i DO 34 [ 


1 Groove Decay offset SI 


t5-5-l 


\ DO 42 i 


1 Groove Decay offset *a 




1 00 44 1 


1 Groove Pitch offset SI 


*5-i-l 


1 00 52 1 


1 Groove Pitch offset i& 




1 00 54 i 


1 Groove Nuance offset *1 


15-5-1 


i 00 62 1 


1 Groove Nuance offset s8 




; Tola! size 


1 00 DO 00 64 





* S - 5 - 1 Groove offset 



I Offset 
■I address 



Description 



ti- - 


r 






1 


1 


00 i Oaaa aaaa 


1 absolute value 


D - 99 


[ 




01 \ OODO DOOa 

1 


t sign bit 

1 


- 1 
(0=plUS, 


=RiniiE) 1 


1 


Total size 


1 00 DO 00 02 




+ 



*5-6 Assign Parameter 



Offset 
address 



Description 



1 00 


00 1 


OOOO aaaa 


InstS (Pad A-l) 


blt3-0 


- 


251 


1 00 


01 1 


OOOO aaaa 


InstS (Pad A-l) 


bit7-4 






1 DO 


IE i 


DODO aaaa 


insts (Pad A-16) 


blt3-0 


- 


251 


i DO 


IF 1 


OOOO aaaa 


Inst* (Pad A-15) 


blt7-4 






1 00 20 1 


ODDD aaaa 


Inst; (Pad B-1) 


bita-o 


- 


251 


1 00 21 1 


OOOO aaaa 


instJ (Pad B-1) 


bit7-4 






I 00 3E 1 


OOOO aaaa 


!nst# (pad B-16) 


bit3-0 


- 


251 


i OD 3F 1 


OOOO aaaa 


lnst# (pad B-IB) 


l3it7-4 






i 00 


40 1 


00 DO aaaa 


lnst# (Pad C-!) 


blt3-0 


- 


25! 


\ OO 


41 1 


OOOO aaaa 


instt (PadC-1) 


blt7-4 






1 00 


5E [ 


QDOO aaaa 


Instt (Pad C-16) 


bit3-0 


- 


251 


1 00 


5F ! 


OOOO aaaa 


inst# (Pad C-|6) 


blt7-4 






j 00 


00 [ 


OOOO aaaa 


InstS (Pad D-1) 


blt3-0 





251 


1 00 


61 i 


OOOO aaaa 


instJ (Pad D-1) 


blt7-4 






1 00 


7E 1 


OOOO aaaa 


Insit (Pad D-16) 


blt3-0 





251 


1 00 


7F i 


OOOO aaaa 


instt (Pad D-16) 


blt7-4 






1 01 


00 1 


OOOO aaaa 


inslS (Pad E-i) 


lilt3-0 





251 


1 01 


01 i 


DODO aaaa 


Instt (Pad E-1) 


hlt7-4 






1 01 


IE 1 


OODO aaaa 


instJ (Pad E-IB) 


bIt3-0 





251 


1 Q! 


IF 1 


OODO aaaa 


instS (Pad E-16) 


bit7-4 






[ 01 


20 1 


OODO aaaa 


InstS (Display assigns^) blt3-0 - 251 


1 01 


21 t 


OOOO aaaa 


inst* (Display asslEnff2) hlt7-4 




1 01 


22 t 


OOOO aaaa 


lnst# (Display assignffS) 


blt3-0 


- 25! 


1 01 


23 1 


OOOO aaaa 


InstS (Display assign#3) 


blt7-4 




1 01 


24 1 


OODO aaaa 


!nst# (Display assiEnS4} 


blt3-0 


- 251 


1 01 


25 1 


OODO aaaa 


lnst# (Display asslgn#4) 


bl t7-4 




1 0! 


2S 1 


DODO aaaa 


lnst# (Multi) bit3-0 





251 


1 01 


27 1 


OOOO aaaa 


last* (Multl) blt7-4 







Total size 



00 OO 01 za 
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*5 - 7 Output Level 



Offset 
QQdress 



Description 



00 00 1 OOOQ aaaa I Output Level =1 0-15 

DO 01 i OOOD aaaa : Output Level « - IS 



I I Contro!ler-8 

la I 0000 aaaa I Control instt 61t3-0 - 251 

19 I 0000 aaaa I Control insi« b[t7-4 

lA I 0000 Oaaa I Control ParaBeter 0-4 



Total size 



00 OO 00 IB 



01 7B i OOOQ aaaa I Output Level '252 
Total siie I 00 00 01 7C 



- 15 



* 5 - a - 3 Performance section 



* 5 - S MIDI Parameter Area 



Offset 
address 



Description 



00 00 1 0000 aaaa l Tx Channel fl 



01 7D I OOOD aaaa i Tx Channel ;252 





(1 


IB) 




(1 


15 
16} 



01 7C i OOOa aaaa 1 Rx Channel (Perfori section #1) - IB 

i : (1-16.DFF} 

01 70 i OOOa aaaa I Rx Channel (Perfora section SZ) - 16 

i I (1-16. OFF) 

01 7E i OOOa aaaa i Rx Channel (Perfori section S3} - IB 

I I (1-16,0FF) 

01 7F I OOOa aaaa I Rx Channel (Perforra section U) 0-16 

I I (MB.OFF! 



02 00 1 
02 02 t 




1 Note no. assign SI 
1 ii'ote no. assign S2 




*5-a-l 

*5-a-i 


05 7B t 




1 Note no. assign S252 




t5-3-I 


05 78 j 

! 
! 
1 
1 


0000 dcba 


j Func 

i a 
1 b 

j c 

i a 


ion s«. 
Cll MESSAGE 
XOTE OFF 
PANPOT 
PGM CHANGE 








- 1 (OFF. ON) 

- 1 (OFF. ON) 

- 1 (OFF. ON) 

- 1 (OFF. OK) 


05 79 ! 




1 Control Change Paraiseter 




♦5-8-2 


OB 14 1 
OB IB 1 




f Perfoniance section #1 
i Perfomance section tZ 




*5-a-3 
»5-a-3 


06 29 1 




i Perforaance section ;4 




♦5-8-3 


Total 


sl^e 


! 00 DO 06 3D 







* 5 - a - 1 Note - assign 



Offset j 

address I 



Description 



00 I Oaaa aaaa 1 note no. 

01 i 0000 OOOa 1 ONVOFF flag 



- 127 
- 1 
(OFF. ON) 



Total size 



i 00 00 00 02 



* 5 * a " 2 Control Change Parameter 



! Offset 1 








1 address 1 


Description 




1 1 




1 Modulation 




1 00 1 


DODO aaaa 


1 Control Inst! blt3-0 


0-25! 1 


1 01 1 


OOOD aaaa 


1 Control instl bltT-4 




1 02 1 

1 1 
i ! 
i 1 


0000 Oaaa 


1 Control Paraneter 

j 

1 

1 Controller-1 


0-4 1 

(Pltcii. Decay.! 

Nuance, Pan. Off) 1 


i 03 1 


OOOQ aaaa 


[ Control lnst# bit3-0 


0-251 i 


[ 04 1 


0000 aaaa 


! Control Inst* bit7-4 




1 05 1 


0000 Oaaa 


i Control Paraieter 
Controner-2 


0-4 i 


1 06 1 


0000 aaaa 


1 Control inst# bit3-0 


0-251 ! 


1 07 1 


0000 aaaa 


, Control inst# Dit7-4 


i 


1 oa 1 

i : 1 


0000 Oaaa 


Control Paraaeter 


0-4 i 

[ 



1 Offset 










1 address 




Description 






00 


0000 aaaa 


1 Control InstS tiit3-0 


- 251 




01 


DOQO aaaa 


t Control InstS bit7-4 






02 


0000 Daaa 


[ Paraneter (No teit Controlled) 0-3 








1 


(Pitch. Decay. 








1 


Nuance. Pan) 




03 


Oaaa aaaa 


! Center note no. 


- 127 




04 


Oaaa aaaa 


[ Keyboard follow 


0-99 




05 


OOOD aaaa 


i Control change no. 

f 


0-9 
Otedulatlon. 
Controiler!-8. 
OFF) 




CG 


DDI]p Oaaa 


i BaraBieter{Control change! 
i -.■• 

I m 


1 - 3 
(Decay, 
Nuance. Pan) 



Total size 



*5-9 System data Area 



! Offset 
\ address 




Description 




i 00 


00 1 


0000 ODaa 


1 Sync Boie 


0-2 
(INTERNAL. 
MIDI, TAPE) 


i 00 


01 I 


0000 aaaa 


1 HOLL Resolution 

1 
1 
1 


1 - 9 
(1/4, 1/6, 1/8. 
1/12.1/16.1/24, 
1/32, 1/48. HIGH) 


1 00 


02 j 




i Metronose set 


♦5-9-1 




Total 


size 


! QQ DO DO 06 





* 5 - 9 " 1 Metronome Set 



1 Offset 1 








1 address 1 


Description 




1 DO j 


OOOD Oaaa 


1 Interval 

1 
1 
1 


1-7 1 
(1/4,1/6.1/8. 1 
1/12.1/16,1/24. 1 
1/32) 1 


1 01 1 


OOOQ OOaa 


1 Mode 


0-2 1 
(OFF. EMPTY. EVERY) ! 


1 02 1 


OOOD aaaa 


1 Level 


0-15 1 


1 03 j 


0000 aaaa 


i Output 


D - 14 1 
(LEFT3-1, CENTER, 1 
RIGHT1-3,MIILTI 1-8)1 


1 Total 


size 


i 00 DO 00 04 





*5- 10 Song data Area 

Data included In the area are Song data, Song name, Song chain and Initial 

parameters of Songs to 9. 

When the data in this area are transmitted from Bulk Dump operation, the size 

of the data depends on that of Song data. If you want to send Data Request 

to the R-BMKIl in this area, set the address to 01 00 00 00 , and the size 

to 01 00 00 00. 

The R - 8MKII ignores the Data Requests which designate different address or 

size. 

No data in this area can be transferred in unit of one byte. 
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* 5 - 1 1 Pattern data Area 

Data included in the area are Rhythm data. Time signature. Number of measures, 

Flam interval, Flam ratio. Shuttle point, Shuffle delay. Feel patch number in each 

pattern, and Pattern names. 

When the data in this area are transmitted from Bulk Dump operation, the size 

of the data depends upon the number of notes. 

If you want to send Data Request to the R-3MK11 in this area, set the address 

and the size as followings : 

one pattern : address = Ihe address of the pattern 
size = 00 04 00 00 



1 PTfi A9a 


1 


i PTN BOO 


1 


1 PTN BOl 


! 


. 1 : ! 


. 1 PH B99 


' 



6.Useful information 



all pattern : address = 02 00 00 00 
size = 06 20 00 00 

The R-BMKII ignores the Data Requests designating different address or size. 
No data in the area can be received in unit of one byte. 



COaelniBl and Haxadacimal 

It is CDmmon to use 7 - bit Hexadecimal numbers in MID! communication. 
The foltDwing is a conversion table between decimal numtjers and 7 - hit 
Hexadecimal numbers. 



Address 
00 00 00 00 


Address Map 

Block 


Sub block 


-. 


Reference 


1 Sound Paras. 


1 


1 inst il 


( 


1 5-! 


I 




i 
1 

1 

i 


1 . 

i 
1 


1 [fist *2 


^ 








1 : 


1 






1 Inst «51 


i 






1 Inst «52 


1 




00 01 00 00 
00 02 00 00 
00 03 00 00 








1 00?/ Sound datal 






1 5-2 


t 


j ROM Card data 


1 






1 5-3 


1 


1 Pertoni. Paras. 1 


[ A-1 


1 


1 5-4 


1 




i 

1 

1 
1 
! 


1 . 
1 . 
1 . 
i 

f 

! 


1 A-2 


1 








! : 








1 H-15 


1 






1 H-i6 


1 




00 04 DO OQ 








i Feel Patch 


1 


1 iW 


1 


1 a-S 


^ 




1 

1 
1 

i 


1 . 
f . 

) 
f 


\ n 


1 










-t 






1 #6 






1 *7 


1 




00 05 00 OQ 
00 06 00 00 








1 AsElfsi Paras, 


1 






1 5-6 


1 


1 Output Level 


1 


1 Inst SI 


i 


1 5-7 


1 




I 

1 
1 


1 . 
i . 

1 
1 
1 


] Inst « 


-t 
1 








] ; 






! Inst #251 


i 






1 Inst «5Z 


i 




DO 07 00 00 

00 Ofl 00 OQ 

01 00 00 00 

02 00 00 00 








1 MID! Paraa, 








j 5-e 


! 


1 Systes data 
1 Song data 


1 






1 5-9 


1 








! 5-lD 




1 Pattern data 


1 


1 PTN AOO 


1 


1 5-11 


1 








1 PTN AOl 


1 








1 ■■ 


1 







Hexa- 1 1 




Hexa- i 




HeKH- 1 




)ie;ca- 1 


JOecinal 


declnsll IDeclnal Idccinall 


DecinaUdeclBall 


Decliaalldecmal 1 


1 


OCH [{ 


32 


2DH 1 


54 


40H 1 


9G 


BOI! 1 


1 1 


QIH tl 


33 


21H 1 


55 


m 1 


97 


Bill 1 


1 2 


Q2II 11 


34 


22H 1 


56 


42H 1 


98 


5211 ; 


1 3 


03H !( 


35 


23H 1 


67 


4311 1 


99 


B3II \ 


1 4 


04H II 


3B 


24H 1 


68 


'44H 1 


100 


64H ! 


i 5 


05H I! 


37 


2511 1 


69 


45H 1 


10! 


6511 \ 


1 5 


OGH H 


33 


25H 1 


70 


45H [ 


102 


6511 j 


1 7 


07H 11 


39 


27H 1 


71 


47H j 


103 


5711 1 


1 a 


08H 11 


40 


2811 1 


72 


4aH 1 


104 


6B!I 1 


1 9 


OQH 11 


41 


29H 1 


73 


49H i 


105 


691! 1 


1 10 


OAH H 


42 


2AH 1 


74 


4AH ! 


lOB 


6A!! j 


1 11 


OBH 11 


43 


2Bil 1 


75 


4QN 1 


107 


6811 1 


1 12 


OCH 11 


44 


acii 1 


T6 


401 1 


108 


ECH I 


1 13 


ODH It 


45 


2D1I 1 


77 


4DH i 


109 


GDI! 1 


1 14 


OEII H 


46 


2EH 1 


78 


4EH 1 


no 


6EH 1 


1 15 


OFH If 


47 


2FH 1 


79 


4FH ] 


111 


6FH 1 


I 16 


iOH li 


48 


30H 1 


80 


50H 1 


112 


70H 1 


1 17 


m U 


49 


3iH 1 


81 


51H 1 


113 


7!H 1 


1 13 


1211 n 


50 


3211 1 


82 


52H 1 


114 


72li 1 


1 19 


!3H tt 


51 


33H [ 


33 


53H 1 


115 


73H 1 


1 20 


1411 11 


52 


3411 1 


84 


54!! 1 


IIG 


7411 1 


1 21 


15H 11 


53 


351! 1 


85 


55H 1 


117 


75H 1 


1 22 


lEH II 


54 


36H 1 


SB 


56H i 


!18 


76H 1 


1 23 


m 11 


55 


37H 1 


87 


57H 1 


119 


7711 1 


1 24 


IBK II 


5G 


3BH ! 


SB 


58H t 


120 


7BH 1 


i 25 


1911 11 


57 


39H 1 


39 


59H t 


IZl 


79H I 


1 26 


lAK II 


58 


3AII 1 


90 


5AH 1 


12Z 


7AII i 


1 27 


ISH II 


69 


3BH I 


91 


5BII 1 


123 


7BK 1 


1 23 


ICII 11 


60 


3CH ', 


92 


sen 1 


124 


7CII 1 


1 23 


IDH il 


61 


3DH i 


93 


SDH 1 


125 


7DH i 


1 30 


lEH n 


62 


3EH I 


94 


5EK 1 


126 


7EH i 


1 31 


iFH n 


63 


3FH i 


95 


5FK 1 


127 


7FII f 



*To indicate a decimal number for (he MIDI channel, Sank number, and Program 

number, add ! to the Decimal number to the table. 
*Thc resolution of 7 - bit Hexadecimal numbers is 128. Use several bytes for 

values which require more resolution. 

i.e. The number "aa bbH" in 7 - bit Hexadecimal is "aa x 128 * bb" in 

Decimal form. 

♦ A signed number is indicated as OOH = -6'!, 40H = ±0, 7FH = +63. 
So (he signed number "aaH" in 7 - bit Hexadecimal is "aa - 64." 

A signed number using two bytes is indicated as 00 OOH = -8192, 40 OOH 
= ±0. 7F 7FH = +8191. 

So the signed number "aa hbH" in 7 - bit Hexadecimal is "aa bbH - 40 
OOH = aa X 128 + fab - 64 x 128" 

♦ The data indicated as "nibbled" is a 4 - bit Hexadecimal number. 
i.e. "Oa ObH" is "a x 16 + b."' 

< EXAMPLE 1 > Convert "5AH" in Hexadecimal to a Decimal number. 
(By using the table) BAH = 90 

< EXAMPLE 2> Convert "12 34H" in 7 - bit Hexadecimal to a Decimal number. 
(By using (he table) 12H = 18. 34H = 52 

So, 18 X 128 + 52 = 2356 

< EXAMPLE 3> Convert "OA 03 09 00" in nibblized form to a Decimal number. 
(By using the table) OAH = 10, 03H = 3. 09H = 9. ODH = 13 

So, (ClO X 15 -t- 3) X 16 + 9) X 16 - 13 = 41885 
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V Example of actual MIDI messagss 

< EXAMPLE ! > 99 24 5F 

"9n" is a status of a Note On message, and "n" Is a MIDI channel number. 

The second byte is the Note number, and the third byle is Velocity. 

9H = 9, 24H = 36, 5FH = 95 

So, this is a Note On message of MIDI channel = 10, Note number = 36 (C2) 

and Velocity = 95. 



< EXAMPLE 2 > To request the setting of ROLL RESOLUTION. 

The Address of "ROLL RESOLUTION" is 00 08 00 OIH. and the size 
is 00 00 00 OIH. So. the message should be ; 

FO 41 09 5E 11 00 08 QO 01 00 00 00 01 ?? FT 

(1) (E)(3) (4) (5} address size cliecksua (5) 



• Chackium of Roland Systam Excluitve mBiBagai 

Roland System Exclusive messages (RQl and DTI) have a Checksum at the 
end of the data {before EOX) to be able to check for communication errors. 
The Checksum results from address and data (or size) included in the message. 



OHow to calculate Checksums ("H" indicates Hexadecimal.) 

The error checking process uses a Checksum and provides a hit pattern where 
the last significant 7 bits art zero when values for an address, data (or size) 
and the Checksum are summed. 

if the address is "aa bb ccH"- and the data ( or the size) is "dd ee ftH" 

aa - bb T cc + dd + ee -- ff = sum 
sum -f 128 = quotient ■■■ remainder 
128 - remainder = checksum 



(1) Exclusive Status 

(2) ID (Roland) 

(3) Device ID (9) 



(4) Model ID (R-BMKl!) 

(5) Command ID (RQJ) 

(6) End of Exclusive 



The Checksum is : 

OOH + 08H + OOH f OIH + OOH - OOH -^ OOH + OIH 

= + 8 + 0- 1+0+0 + 0+1 = 10 (sum) 
10 (sum) + 128 = (quotient) - 10 (remainder) 
checksum = 128 - 10 (remainder) = 118 = 76H 

Therefore, the message to send is : FO 41 09 5E 11 00 08 00 01 00 
00 00 01 76 F7. 



< EXAMPLE I > Set the Pitch of the instrument number 10 (Flop Kick) to 
- 100 cent. 

It is assumed that the tiasic channel (receive channel of Instrument section) 

is 10. 

Basic channel is 10 so Device !D is 09H [basic channel minus 1). 

According to the Parameter Address Map, the Address of SOUND 

PARAMETER is 00 00 00 OOH, The lop address of the instrument number 

10 is 

00 00 00 OOH T- 10 X (insts : 10 - 1) = 00 00 00 5AH. 

The offset address of pitch is 00 OOH. So the address is 

00 00 00 SMI ^ 00 OOH = 00 00 00 5AH. 



The actual value is - 10 because the pitch is set in 10 cent steps. The 
absolute value ~ 10 is OAH. Sign is minus. So, the message should be ; 

FO 41 03 5£ IZ 00 00 DO dA CA 00 00 0! ?? FT 

(1) (Z) (3) (4) (5) address data checksua (G) 



(1) Exclusive Status 

(2) ID (Roland) 

(3) Device ID (9) 



(4) Model ID (R-8MKII) 

(5) Command ID (DTD 

(6) End of Exclusive 



The Checksum is : 

OOH -r- OOH - OOH - 5AH - OAH + OOH -^ OOH -^ OIH 
= 0*0+0* 90 -^ 10 + + 0-1 = 101 (sum) 
101 (sum) + 128 = (quotient) ■■■ 101 (remainder) 
checksum = 128 -■ 101 (remainder) = 27 = IBH 

Therefore, the message to send is : FO 41 09 5E 12 00 00 00 5A OA 

00 00 01 ID F7. 
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HUMAN KMYiMM uuivirubtH unstrument section; 

Model R-8MKII MIDI Implementation Chart 



uate : Nov. 4 lyy^ 

Version : 1.00 



Function • • • 


Transmitted 


Recognized 


Remarks 


Basic Default 
Chan nel Changed 


1 -16 

1 -16 


1 -16 
1 -16 


Memorized (Non-Volatile) 


Default 
Mode Message 
Altered 


^-K 3 

X 


^-K3 

X 




Note 

Number True Voice 


- 1 27 * 2 


0-127 *2 


Assignable to each 
instrument 


Velocity ^°'' ON 
Note OFF 


O * 1 9n V = 1 ~ 1 27 
X 9n V = 


O * 1 9b V = 1 - 1 27 

X 


n = Inst Ch * 3 
b = Basic Ch 


After Key's 
Touch Ch's 


X 
X 


X 
X 




Pitch Bend 


X 


X 




1, 33 

Control ^° 

Change 16-19.48-51 

80-83 


O * 1 

X 

O *1 
O * 1 


O * 1 
X * 1 

O * 1 
O *1 


Modulation 
Pan pot 

Controllers 1 - 4 
Controllers 5-8 


Prog 

Change True # 


X 


X * 1 




System Exclusive 


O 


O * 1 




Song Pos 
System „ „ , 

Song Sel 
Common ^ 

Tune 


o 
o 

X 


O SYNC = MIDI 
O SYNC = MIDI 

X 


0-9 


System Clock 
Real Time Commands 


O SYNC = INT/TAPE 
O SYNC = INT/TAPE 


O SYNC = MIDI 
O SYNC = MIDI 




Local ON/OFF 
Ayx AH Notes OFF 
Messages Active Sense 

Reset 


X 
X 

O 

X 


X 
X 
X 
X 




Notes 


* 1 Can be set to O or x manually and memorized. 

* 2 Can be changed manually and memorized. 

*3 Transmit channel of each instrument can be set to 1 to 16 manually. 



Mode 1 : OMINI ON, POLY 
Mode 3 : OMNI OFF. POLY 



Mode 2 : OMNI ON. MONO 
Mode 4 : OMNI OFF. MONO 



O : Yes 

X ■ Wn 



Model R-8MK 



MIDI Implementation Chart 



Version : 1.00 



Function ■•• 


Transmitted 


Recognized 


Remarks 


Basic Default 
Channel Changed 


X 
X 


OFF 

OFF. 1-16 * 2 


Memorized CNon-volatile) 


Default 
Mode Message 
Altered 


X 

X 


^-K3 

X 




Note 

Number True Voice 


X 


0-127 




Velocity N°te ON 
Note. OFF 


X 
X 


O 9n V - 1 - 1 27 

X 


n = Section Ch 


After Key's 
Touch Ch's 


X 
X 


X 
X 


* 


Pitch Bend 


X 


X 




1 

Control ^° 

Change ^^-IQ 

80-83 


X 
X 
X 
X 


O * 1 

X * 1 

O * 1 
O * 1 


Modulation 
Panpot 

Controllers 1 ~ 4 
Controllers 5-8 


Prog 

Change True # 


X 


X 




System Exclusive 


X 


X 




_ ^ Song Pos 

System 

_ Song Sel 

Common ^ 

Tune 


X 
X 
X 


X 
X 
X 




System Clock 
Real Time Commands 


X 
X 


X 
X 




Local ON/OFF 
Aux AH Notes OFF 
Messages Active Sense 

Reset 


X 
X 
X 
X 


X 
X 
X 
X 




Notes 


* 1 Can be set to O or x manually for each Performance Section and 

memorized. 
*2 If the channel is set to OFF, R-8MK II cannot recognize any message. 



Mode 1 : OMINI ON, POLY 
Mode 3 : OMNI OFF. POLY 



Mode 2 : OMNI ON. MONO 
Mode 4 : OMNI OFF. MONO 



O : Yes 
X : No 



SPECIFICATIONS 



R-8MK II : Human Rhythm Composer 



# Maximum Polyphony 


1 2 voices 




• Instruments 




Instruments 


:200 


Copy Instruments 


: 26 


Sound ROM Card 


:26 



• Rhythm Patterns 

Preset Patterns : 32 
User Patterns : 200 

(maximum number of bars : 99) 

• Songs 

10 (max. 999 parts (one song), total 2000 parts) 

• Resolution 

24 ciocks/quarter note (during Pattern Write) 
96 clocks/quarter note (during Pattern Play) 

• Tempo 

J = 20 to 250 

• Display 

Function display 
Graphic display 

• Data Input Method 

Realtime Write 
Realtime Edit 
Step Write 
Step Edit 



Key Pad 



16 



• Sync Play 

MIDI 
Tape Sync 

• Connectors 

Stereo Output Jack (L (MONO), R) 
Multi Output Jack (1 to 8) 
Headphone Jack 
Start/Stop Jack 
Value Jack 

MIDI Connectors (IN, OUT. THRU) 
Tape Sync Jack (IN/OUT, RCA phono) 
AC Adaptor Jack (DC ± 1 0V) 

• Power Supply 

DC± lOV: AC Adaptor 

• Current Draw 

+ 1 OV : 240mA 
- 1 OV : 1 05mA 

• Dimensions 

410 (W) X290 (D) X70 (H) mm 

16-3/16 (W) xn -7/16 (D) x 2-3/4 (H) inches 

• Weight 

3kg 

6 lb 10 oz 

• Accessories 

AC Adaptor 

Owner's Manual 

To Get You Started (User Guide) 

Quick Operation Mode Table 

• options 

Memory Card (M-256E) 

Sound ROM Card (SN - R8 series) 

• In the interest of product Improvement . the 
specifications of this unit are subject to change 
without prior notice. 
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■ Index to Functions 

[Instrument Setting] 

•Editing the tone of each Instrument. 

c3-Sound Parameter Setting Page 43 

•Changing Instrument assignment to 
each Key Pad. 
c7-lnstrument Assign ; ■ ■ ■ Page 36 

•Editing Instrument tones for each Key Pad. 
o-Performance Parameters Page 73 

•Assigning one Instrument to all 16 Key pads 
and thep editing pitch or tone. 

o-ljsing the Muiti Assign Page 77 

c3-Aiignment Page 78 

•Using a ROM Card. 

o-How to use a ROM Card Page 39 

•Using an edited Instrument for 
another Instrument. 
"=^Copy Instrument Page 50 

•Saving Instrument data onto a RAM card. 
D-Save Page 1 48 

•Restoring the factory preset Sound Parameter 
Settings. 
D-How to initialize the Sound 
Parameters ■ Page 1 42 

•Restoring the factory preset Instrument 
Assignments. 
o-How to initialize the Instrument 
Assignment Page 1 41 

•Clearing the Performance Parameters. 
c^How to clear the Performance 
Parameters Page 1 43 



[Rhythm Pattern Writing] 

•Writing a rhythm pattern by tapping the key 
pads. 
'=^Default Settings for Pattern 

Write Page 55 

o-Reai-time Writing Page 57 

•Writing a rhythm pattern by entering 
one step at a time. 
i=^Default Settings for Pattern 

Write Page 55 

o- Step Writing Page 61 

•Adding Swing. ^i •• * 

D-Swing Page 80 

•Adding a Flam. 

C5-Flam Page 82 

•Adding a Roll. 

D-Roll Page 84 

•Setting Feel Patch data. 

c^Feel Patch Page 85 

•Changing tones of sound in a rhythm pattern. 
crEditing Sequence Parameters Page 96 

•Swapping Instruments In a rhythm pattern. 
^-Instrument Change Page 103 

•Joining two rhythm patterns. 

o-pattern Append Page 1 04 

•Copying an Instrument's rhythm pattern 
to another pattern. 
o-Pattern Extract Page 1 05 

•Merging two rhythm patterns. 

CT-Pattern Merge Page 1 06 
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•Change the Start point of the rhythm pattern. 
i^Ref rame Page 1 07 

•Copying a Preset or a User-programmed pattern 
to another User-programmed pattern, 
crpattern Copy Page 1 08 

•Naming a rhythm pattern. 

crpattern Naming Page 1 1 

•Checking the memory remaining 
for rhythm patterns. 
CT-Available Memory Page 1 38 

•Saving rhythm pattern data onto a RAM card. 
'=^Save Page 1 48 

•Erasing all rhythm pattern data. 

o-AII Pattern Clear Page 139 

[Song Writing] 

•Writing a song using rhythm patterns. 

D-Song Write Page 1 1 3 

•Repeat rhythm patterns you specified. 

o-Repeat Page 1 1 5 

•Changing the tempo in the middle of a Song. 
c'-Tempo Change Page 1 1 7 

•Changing the level In the middle of a Song. 
o-Level Change Page 1 1 8 

•Writing a label in a Part of a Song. 
Searching a label written into a Song. 
D-Label Page 1 1 9 



•Deleting a specified Part. 

D-Part Delete Page 1 21 

•Adding Parts to Song Data. 

D-Part Insert Page 122 

•Copying specified Parts to a different location. 
D-Part Copy Page 1 23 

•Copying an entire Song to another Song 
Number. 
o-Song Copy Page 1 25 

•Erasing Song data. 

o-Song Clear Page 1 26 

•Erasing all Song data. 

D-AII Song Clear Page 139 

•Naming a Song. 

'=^Song Name Page 1 27 

•Saving Song data onto a RAM card. 

i=7-Save Page 1 48 

[Song Playing] 

•Playing from the middle of a Song 
(from a specified bar). 
D-Continue Play Page 128 

•Playing more than one Song continuously. 
D-Song Chain Page 129 

•Setting the base tempo and level of a Song, 
cs'lnitial Tempo and Initial Level ---Page 130 

•Playing from a labeled position. 

D-Search Label Page 1 31 
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•Checking the time needed for a Song 
to be played. 

D-Time Calculate Page 1 32 

'=^Time Display Page 1 34 

•Playing a Song within a specified time. 

c^Time Set Page 1 35 

•Checking the remaining memory for Song data. 
D-Available Memor/ Page 1 38 

[Sync Playing] 

•Determining how the R-8MK II should sync. 
D-Sync Mode Page 1 5 1 

•Synchronizing to an external MIDI device. 

■:="MIDI Sync Page 152 

•Synchronizing to an MTR (multi- track 
recorder). 
c?-Tape Sync Page 1 53 



[MIDI] 

•MIDI Structure. 

o-MIDI Page 1 55 

•Setting a Transmit Channel for each 
Instrument 
C7-Transmit Channel Page 1 60 

•Setting a Receive Channel for each Section. 
crReceive Channel Page 1 61 

•Setting a Note Number for each Instrument. 
"^Note Numbers Page 162 

•Setting Channel Messages ; Receive and 
Transmit. 
o-Punctlon Switches Page 1 63 

•Setting Control Changes. 

D-Contro! Change Page 166 

•External MIDI Equipment. 

'=^Example Setups Page 1 69 

•Data Transfer via Exclusive messages. 

crData Transfer via Exclusive Page 172 

•Restore the Note numbers preprogramed at the 
factor/. 
"^^How to initialize the Note 
Numbers Page 141 
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Index to Terminology 



Align Function 

All Pattern Clear- 

All Song Clear ■ 

Assign Type ■ 

Available Memory 



B 



Basic Channel 
Basic Mode ■■■■ 
Bulk Dump 



Card Mode 

Center Note Number 

Channel Message 

Channel Message Switch 

Continue Play 

Copy Instrument 

Control Change 



Decay 

Display Assign- 



E 

Edit Mode 

Error Messages 

Exclusive Messages 

Exclusive Switch ■■■■ 



Feel Edit Mode- 
Feel Patch 



Flam 



Flam Interval 

Flam Ratio 

Formatting 

Function Switch 



Groove 

Groove Select- 
Groove Step ■■- 
Groove Switch' 
Groove Type--- 



-78 
139 
139 
"46 
138 



161 
"62 

172 



■■29 

167 
163 
163 
128 
•-50 
166 



■44 
■42 



■■29 
175 
172 
164 



■29 
•85 
■82 



■■82 
"82 

146 
163 



•85 
■87 
-87 
■88 
■87 



a 



Initialization 

initial Level 

Initial Tempo 

Instrument Assigning 

Instrument Assign Mode- 
Instrument Change 

instrument List 

Instrument Section 

Instrument Select 

Instrument Switch ■ 



K 



Keyboard Follower- 



Label 

Level Adjustment 

Level Change 

Load 



M 



Macro Timing Shift- 
Main Mode 

Memory Card 

Menu Display 

Metronome Setting ■■ 
Micro Timing Shift-- 

MIDI Mode 

MIDI Sync 

Multl Assignment ■■" 



N 



Normal Editing Mode 

Normal Entry 

Note Message 

Note Number 

Note Off Message 

Note Off Switch 

Nuance 







Output Assign 



141 
130 
130 
"36 
"29 
103 
140 
159 
-87 
■■■89 



167 



"18 
"18 
118 
149 



100 
"28 

145 
-30 
"59 
101 
--29 
152 
"77 



"63 
"62 

160 
162 
163 
163 
■■45 



■45 
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Pad Bank 



Pan' 



Pan Switch 

Part 

Part Copy 

Part Delete 

Part Insert 

Pattern Append 

Pattern Bank 

Pattern Copy 

Pattern Extract 

Pattern Merge 

Pattern Mode 

Pattern Name •-• 

Pattern Write 

Performance Edit Mode- 
Performance Parameters 
Performance Section 



Pitch ■ 



Preset Pattern 

Probability 

Program Change Messages 

Program Change Switch 

Protect Switch 



Q 



Quantize 



R 



RAM Card 

Random Depth 

Random Factor 

Random Factor Switch 

Real-time Edit 

Real-time Writing 

Receive Channel 

Reframe 

Repeat 

Rhythm Pattern 

Roll 

ROM Card 



■15 
■45 



164 
112 
123 
121 
122 
104 
"21 
108 
105 
106 
-■29 
110 
•■54 
-■29 
"73 
167 



■43 



"20 

"89 
164 
164 
145 



■57 



145 
■•89 



■■97 

■■57 
161 
107 
115 
•■54 
"84 
■■39 



S 

Save 

Scope Editing Mode ■ 

Scope Step ■ 

Search Label 

Sense Curve 

Sequence Parameter' 
Song 



Song Clear 

Song Edit 

Song Chain 

Song Copy 

Song Mode 

Song Name 

Song Write 

Sound Edit Mode- 
Sound Parameters 
Sound ROM Card^ 



Step' 



Step Edit 

Step Writing 

Swing 

Swing Delay 
Swing Point 
Sync Mode-- 



Tape Sync 

Tempo Adjustment- 
Tempo Change 

Temporary Assign - 

Time Calculate 

Time Display 

Time Set 

Transmit Channel ■-■ 
Triplet Entry 



u 



User Pattern' 

Utility -■ 

Utility Mode 



148 
"64 
"64 
120 
-47 
•-96 



126 

121 
129 
125 
--29 
127 
112 
"29 
"43 
"39 



•61 



"99 
"61 
-•80 
-•80 
-80 
151 



153 
"18 
117 
140 
132 
134 
135 
160 
"62 



"20 

138 
"29 



Velocity 



■96 
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For Nordic Countnes \ 

Apparatus containing Lithium batteries 




ADVARSEL! 

Litiiiumbatteri - Ekspiosionstare ved fejiagtig 

tidndtering. 

Udskiflning mk kun ske med batten af samme 

fabrlkat og type. 

Lever det brugte batteri tilhage til teverandBren. 




VARNING! 

Explosiorisfara wid felaktigt batteribyte. 
Artvand samma batterityp elier en ekvivalent typ 
sam rekommenderas av apparattillverkaren. 
Kassera anvant batteri enligt fabrikantens 
instruktion. 
















ADVARSEL! 

Lithiumbatteri - Eksplasionsfare. 

Ved ulskiftitig benyttes kun batteri som anbefait 

av apparatfabrikanten. 

Brukt batteri retumeres apparatleverandaren. 




VAROITUS! 

Parista voi rajShtaa, jos se on virheellisesti 

asennettu. 

Vaihda paristo ainoastaan lailevalmistajan 

stiosittelemaan tyyppiin. Havita kaytetty paristo 

valmjstaian obielden mukaisesti. 















— — For the U.K. — 

IMPORTANT: THE WiRES IN THIS MAINS LEAD ARE COLOURED IN ACCORDANCE WITH THE FOLLOWING CODE. 

BLUE : NEUTRAL 

BROWN : LIVE 

As Ihe colours of the wires in the mains lead of this apparatus may not correspond with the coloured markings identifying 
the terminals in your plug proceed as follows: 
The wire which is coloured BLUE must be connected to the terminal which is marked with the letter N or coloured BLACK. 
The wire which is coloured BROWN must be connected to the terminal which is marked with the letter L or coloured RED. 



— ■ For Germany 

Bescheinigung des Herstellers/lmporteurs 

Hiermil wird bescheinigL dal3 der/die/das in Ubereinstimmung mit den Bestimmungen der 

Roland Human Rhythm Composer R-8MKII Amtsbl. Vfg 1046/1984 

(Gerat. Typ. Bezeichnung) (AmtsbiattverfUgung) 

funk-entstdrt ist. 

Der Deutschen Bundespost wurde das Inverkehrbhngen dieses GerStes angezeigt und die Berechtigung zur Oberprufung 

der Serie auf Einhaltung der Bestimmungen eingeraumt. 

Roland Corporation Osaka/Japan 

Name des HerstellerB/lmporteurs 



For the USA- 



RADIO AND TELEVISION INTERFERENCE 

WARNING— TTiis equipment has been veriried to conply with the HniWa Iw B Class B compuUng device, porsuanl to Subpart 
non-c^llied or non-ueri!ied equipmrail is likely to result in inletference to radio and TV reception. 

The equ^ent des:ribed in itiis rmmual generates and uses ratflo frequency energy. If it is not installed and used properly, Ihal ts, In strict accordance wilti our inslrucltons, 
it may cause interference wHb radio and television reception. This equipment has been tested and lound to comply wlin Ihe Bmits lor a Class B cwnpuling device in accotdMice 
with Ihe specifications in Sut^rl J, ol Part 1 5. of FCC Rules. These nries are designed to provide reasonable protection against such a inlerlerence in a rasidentla) installation. 
However, there Is no guarantee that the Interference will not occur In a particular ^stallation. If this equipmeni does cause Inlerlerence lo racSo or lelevisicKi reception, which 
can be determined by turning Ihe equipment on and oH. the user is encouraged to try to correct Ihe interference by Ihe lollowing measure: 

• Disconnect other devices and their mpuVoutput caUes one at a lime. I! the interterence stops, II is caused by either Ihe ott>er device or its t/O cable. 

These devices usually require Roland designated shielded I/O cables. For Roland devices, you can (Mam ttie proper st^elded cable Irom your dealer. For r>on RolEHid 

devices, contact the manulactu'er ot dealer lor assistance. 

II your equipmBTit does cause interterence to radio or television receplion, you can try to conact the inlerfeiwice by using raie or more ol Ihe frtlowirq measures. 

• Turn Ihe TV ot radio antenna until Ihe interfwence stops. 

• Move the equiprrrant lo one side or the other of Ihe TV or radio. 

• Moue the equipment larther away from Ihe TV or radio. 

• Plug the equipmeni into an cxitlet that is on a diHefent drcuit than ttte TV or radio. (That is, m^e certain Ok equipmeni and Ihe radio or television set are on dnnjits con- 
trolled by different circuH breakers or fuses.) 

■ Consider installing a rooHop leleviskm antenna with coaxial c^^ lead-in l>etween Ihe antenna and TV. II necessary, you should constat your dealer or an experienced 
radio/lelavision technician for atWillonal suggestions. You may find helpful Ihe loltowing booklet prepared t)y Ihe Feder^ CommunicationB Commission: 

"How Id IdenHly and Resolve Radio — TV Interterence ProWems" 
This botAlet Is available Irom the U.S. Government Printing Olfice, Vteshington, D.C., 20402, Stock No. 004-000-00345-4, 



■For Canada- 



CLASS B NOTICE 

This digital apparatus does not exceed the Class B limits for radio noise emissions set out in the Radio interference 
Regulations of the Canadian Department of Communications. 

CLASSE B AVIS 

Cet appareil numerique ne depasse pas tes limites de la classe B au niveau des Amissions de bruits radioeiectriques fixes 
dans le Reglement des signaux parasites par le ministere Canadian des Communications, 
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